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PAGE 6 is published bhmonlhly 


Page 6 is a user's magazine and rt;li*?s 
entir^fly on readers' suppon in 
submitling articles and progratns Tiie 
aim is to explore Atari coinputlng 
the exichange of informaEion 
and knowledge and wfiilsl we cannot, 
unEorlunately, pay for articles published 
we hope that you will gain satisfaclion 
from seeing your work puhtisfied and In 
turn we hope that you will leam from 
articles suhmilled by other readers All 
published mate rial is eligible for awards 
in the Annual Readers Pnll and may 
receive additional Edllorial awards as 
announced from time to time in the 
magazine. 

All original articles, pnigrams and 
other materifil in PACE6 \s copyright of 
the author as credited All uncredited 
material is copyright PAGE b. Unless 
containing the bydire’AJl Rights 
Reserved' any material in PAGE 6 may 
be refused by User Groups and other 
non-profit making organijiationi without 
permission. Permission to use material 
elsewhere should he obtained from 
PAGE 6 or the author. Editors of 
newsletters reproducing material are 
requested lo send a copy of the relevant 
issue lo the Editorial address of 
PAGE 6. 

Whilst we take whatever step^ we can 
to ensure the accuracy of articles and 
programs and the contents of 
advertisements PAGE b cannot he held 
liabli^ for aity errors or claims made by 
advertise oi 
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Editorial 


pooLSwm 

THE ULTIMATE POOLS PREDICTION PROGRAM 

• MJlSSfVE IhATAKASE PiMlswmnej is ^ 9Dphusiicilec!l PqpI? 
pjediCTion AJd. Ii coTnes c(Mnplc(E wich [hi: 

aviil*bJe aaoao maichefl over Tht iliiaibas* litidaiteg 

aulomeiiciJiy is suha come ut. 

• PREDICTS Noi jiwi SCOREfiltAWS. but AWAT3. HOMZ5 
and NO SCORES 

• SUCCESSn^L SZLiEC rfumainiee ibat PpolywiiuLcc pccfoTtns 
sjgiulicantly b^n^riluiichince. 

V ADAFTABLE ProbabiliiL^E are givun an Evi^ funuire - 
chpos* a? roefiyscLefriutigaf: you ne^ lior'yoor bei The 
prMise predidKin formula eah beset by the user - you can 
develiop and tepi youj ^?wti -ujuqyM: method. 

• SIMPLE DATA ENTRY Ail Cngliah and Sootlksh learn names 
are in ihe pio^tam. Sunply type ia the refercnee numbers Iiom llw screen Oi use FlxaEK 
tp produce lixtuieli^i ainohiaucaUv (SE’e below). 

• DISCMICRODinrE CONIF ATUliE AH verEions (excxfpt Apple and IBM} aie supplLed 
on tape. wiiJi sunplje uvstructiorvE for cDuveraioti in diac'nuctodjwe uperaiion. 

<Thi 5 5 ea™ns lemJts are supplied wilh tJve pacliage bo ihat predKirons can start immpdiaiBly.} 
AVAILABLE TOR Spet-irtun (flaE). Corivmodoie fi4. VJC »< + I6K} AMSTfLAD 
CPC 4frl. BBC b. Atan (WIT). ZXai [lEIt), Dragcm. Apple II. IBM pc 

PRICE £15.00 (aU inclusive) 



^ozeO. wir}i (fetailHi 
hciokl^ 



_ ^ - * j jia [iA;ST. No more Biniigolinq for Ivoufs to gei ihe 

PlY G*pM fiKture Im iiuo Ihe comtsuier f [XCEN has beer 

X lA wui 1 OT V programnved wlih aJJ EiigLish uvd Scoitiih 
[ixtiifos for 9S64.'S. SmipLy ly^ ih ihe date, aivd the hjQt fixture e; 
generated in aeconds Fsilly compatitile wtili PooJgvnrinej. 
POOLSWINNER wIthnXCEN £16.50 (all incliuuy*} 

Fixgian alone £5.50 



COURSEWINNERvs 


Caiiikewmner ts deaigtied (o 

allow you1o dewdep wd [fad 

_yewowra Tuiiijue winning 

THE pyifTEItS COMFUTER PROCRAM gysrein. Ifatno inforntatioh trom 
daily newspapers or Spoiting tide', the mosl importanl factors can be mpin and 
an^yaed. The prograir is supplied wiih a deiabage detailing best Iradneis and 
jockeys, and effeci at the draw ioi aU bntiEh coius9s. (FUi A Naiiotiol Hunt.) 
AVXUjiLE FtiR Spe<n^a^,l^S(K'J, ConHiWdOW 6*. BBC (BJ. Draq™, Atari (laAl. AmsIc 11 

PRICE £12.50 (all incliujve) 



AVAILABLE (KETURH 0¥ POST) FROM . 


o5SJ:SxS?o.&;J 



jjhoreMhjs St )|phone 24 hrs 

37 COUNCILLOR LANE, CHEADLE, CHESHIRE. © 061-428 7425 


Magital iElBitronic S'crbices 

ATARI 810 and 1050 DISK DRIVES 
AUTOTECT MODIFICATION 

ContlAtK of A fiTiA]] circuit board and small box. FoanireA - 

1. Write Dn Inverse of dtek without cutting 
notches. 

2. Ptovido write protect without Labels. 

3. mo vert Ion quietens drive down. 

4. Flashing Red/Green state indicator. 

£17 tac. STATE WHETHER 810 or 1050 

SPEECH SYNTHESISER 

This unit plugs into the |oyst1ck ports (3 & 4 on 400/B00). 
Features^ 

]. Built In tpeakei. 

2. Volume control and busy LED. 

3. Un limtte d vocab u lary {allop hone synthesis). 

4. Also works on XJL 

Supplied: with demos and word construction program. A 
manual Is also supplied. 

Please stale whether 4 DO/BOO or XL and whether disk or 

tape. 

£33 Inc. 

Elephant Disks 5S/DD - Box of ID - £20 Inc. 

Send large Lae tor details ol the above and other ttems. 

Magical Electronic Services 

14t Durham Close^ Little Lever, Bolton, BL3 1 XA 


Some of the euphoria of Atari's new machines is now 
dying and more realistic targets being set I doubt if at! the 
things announced at the Las Vegas CES will come into 
being but most will and Atari will be a strong force once 
again. The most important thing they must do is to deliver 
the products on schedule, fn the States Atari are taking 
some hard knocks from competitors who are vociferously 
saying that STs don’t exist or have problems or will not be 
out on schedule. All these remarks are being made out of 
fear by competitors with inferior or overpriced machines but 
the world listens to rumours and Atari must be careful that 
any action or inaction on their part does not give credence 
to those seeking to maintain a market share by‘rubbishing 
better products In this country Sir Clive Sinclair has been 
the most vociferous in his attacks* he probably has the most 
to loose - and has been quoted as saying that the ST will not 
appear this year (perhaps he knows of another manufacturer 
whose 16-bit machine was a year late?) and that the QL is 
superior. In response 1 cannot resist printing a quote 
attributed to Jack Tramiel. ‘‘The ST is to the QL what the 
motor car is to the Cb”l 

Atari must get these machines onto the market as 
promised. 1 hope that by the time you read this, a few ST 5 
will be around and by the next issue will be in the high street 
shops. If not the competitors will say I told you so' and the 
public will listen. 

Last issuers cover was a nice idea that lost something in 
the processing but that's the way it goes! The entire image, 
except the words USER MAGAZINE which were too fine to 
digitise, was done on an Artron 2[)C)0 graphics computer. A 
lot more could have been achieved but time was short (and 
expensive!) and, although the screen image was superb, It 
didn't quite translate to print. Never mind, just wait till I get 
my ST with Gem Draw. 1 might be able to prove yet again 
that an Atari is capable of matching the dedicated systems. 
Perhaps I should wait for Atari’s 32*bit JAX? Perhaps not, 
$5000 is a bit expensive for a magazine cover! 

Issue 14 of PAGE6 could have been the last but fear not- 
we live on! The shake out of the computer industry last year 
meant that several companies went into liquidation or‘'no 
longer exist" among them Channels Software. C S. Software, 
Microspot Home Entertainment Ltd.. Stack Computers 
and Micro Research Ltd. They all owe us money. Then 
along came this tempting offer from Database Publications 
who were looking for an EditorforThe Atari User. I thanked 
them kindly for the thought and started work on this issue. 
Having come this far, why give it up when I know that many 
of you can’t wait for the next issue of PAGE 6. Thank you all 
for the encouragement 
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Been into W.H. Smith lately? I don’t blame you. but it will 
probably be worth a look this week to find THE ATARI 
USER a new nationally distributed Atari only magazine 
published by Database Publications every month. Cover 
price is£l with a 12 month subscription at £12. Overseas 
subscriptions should also be available. If your local news¬ 
agent does not stock it, you can ask him to order it for you. 
Watch out also for other Atari promotions from Database. 

W. E. Electronics whose products were reviewed last issue 
{FOUR ADI>ONS) now have a true 64k RAM expansion 
for the 600XL which will run all XL software including the 
few available titles that switch out the Operating System. 
Price is £7L95. 

Atari have recently re-organised their European distri¬ 
bution, warehousing and adminstratiorr by centralising 
operations in Rotterdam, The move is in preparation for the 
European launch of the ST andXErangeinmid April and is 
designed to achieve maximum economy in handling volume 
sales to the European and LI.K markets. Future trade 
deliveries in the U K will be met through a computerised 
call-off procedure linking factory production to the 
Rotterdam warehouse. All part of Jack Tramiefs plan to 
''bring Atari computers to the masses not the classes". 

Silica Shop have recently set up Silica Distribution Ltd to 
handle trade distribution of Atari and Atari- related products 
to retailers nationwide. They will handle only Atari and aim 
to canvas up to 5000 trade outlets in the U. K. to encourage 
the stocking of Atari products. If your local retailer does not 
stock Atari hardware or software tell him to get in touch with 
Geoff Helm or Adrian Quinn on 01 509 1J 11. There rs a 
vast amount of Atari software available and your local 
retailer cun get it - if you insist. 


Received for review: 

Tile following items were recently received but too late 
for full review. 

THE PAY-OFF a 48k disk based text adventure from Atari 
at only £9.99. Set in New Jersey it looks like a ‘Mike 
Hammer style trudge around the city streets only you are 
not the detective, just a small guy who owes the big guys 
money. It says on the pack, “no instructions, no help, you re 
on your own”. 

MY ATARI XL AND ME a book aimed at children and 
total beginners’. Written by an older beginner it starts at the 
very beginning and aims to allow users from 6 years 
upwards to begin to understand the computer. Published by 
Duckworth Publishing at £2.95. 



High Quality-low Coat 


lOWsoftwdre 

162 Leicester Road. Narborough. 
Lecestetshire Tele (05331863310 


ATARI 400,800. 
OOOXL&BOOXL 


4L‘]i WHY NOT... 

Learn with your Atari ? 

Your Conifiuter is a superb Teacher ~ look at our 
range of EOUCATrONAL SOFTWARE - 


SOFTSWOT 
MATHS I - GEOMETRY 
ENQUSH 

‘O'Level revision/leamirrg aid. 


£ 9^50 

nine progr<jms 
four progroms 
With voice soundtrack 

£ 6 50 


TARITEACH £6 50 

GEOGflAOUfZ I - Great Bn torn A Ireland 

2 - United' Sfofes of jAmen'ea 

3 ’ Europe 

4 ‘ Asia 

HlStOfiV MAKERS Learn the lamous r^ames 

FAMILY FUN £ 6 so 

DOODtEBUG Dravwing fun for all ages 

4 letter word ^Mastermind'* type word game 

Write or phone for further details- 

qjmrL aiE Ivlil.ab^e-on i;iisi*![e Orl'v Jrid^eflUif? Ram irsd SASIC CS-'lr liqr 

F ret iMH inqt T rkdf fnquif ifS 


“•ARCADE ACTION FOR ONLY £2.95“* 


FRUIT PICKIN (161s) Pick the trult from ihe orchard whilst 
avoiding sevt^ral colourful niishijs (telephones, pottyd pianis, cheese¬ 
burgers and inore|i. EKtended use PM.Graphics provides up to nine 
individually moving 'sprites' five pt which are mulricoloured. With 
irtcreasiriy ditficuLty levels, total M/'L game action lor super smooth 
nnov^itienE and animation hv^fii the worst games player cant Icjstf at I his 
price! L2 

ALSO AVAILABLE ** NEW PRICES “ 

fruit salad (I6k) Mastemiind type game using colcjurful 
graphic fruits tnsCefid of boring pegs. The various game options make this 
a challenge (or atlulcs-and wilh the‘fun graphics' and‘tola! joystick input 
an inslructive entertainment lor youngt!! children. One or tivo players 

t;2AJ5 


Order bath FRUIT SALAD and FRUIT PICKIN far onlyj 

£4.50 ”■ 


ART ATARI (16k) Create graphic masterpieces with ytrur Atari 
using up to KO cedours. Picture save leature arid denur picture provided. 

BLACKJACK <16k) Features realistic hi-res card display (’anyou 
break the bank"'^ £ 1.95 

PICTURE PUZZLE (32k) Watch the picture jumble itseH up Gan 

you recrealp (heoriginal picture’'' Two hi-res pictures to choose from. 2d 
diflicully levels 

PICTURE TORMENT (16k) Picture is rotated 'Rubik' style 

hoTizonlally and vertscally it is then up to you to sort il tiul. Zl’t difficulty 
levels Alsi> mt;Iucf e bonus program 1 o desigii yi>ur own pictures for use in 
tlie puzzle. 


Price?* int. (i^P- 

ordei« (or 

prograrns please add £0.50 


Cheques & P.O.'s 
PF. bOFTWAHK 
14. KIHKSTALL AVENUE. 
LITTLE BO ROUGH 
LANCS OU 5 9JA 
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ENGLISH SOFTWARE 
APOLOGY 

Dear Les, 

Any chance of pointing out in 
your next issue that FOEIBIDDEN 
FOREST which was reviewed as 
being really awful in issue 14 is 
NOT from English Software but 
Is published by U. S. GOLD in the 
OK- 

1 would hate to think that this 
game will undeservedly give 
ENGLISH SOFTWARE a bad 
name!? 

Philip Morris^ 
English Software. 

°° Oops, sorry. Thaf js ofj[jious/y why 
it Es not as good os Jet Boot Jock! 
Perhaps oH U.S. GOLD titles are 
* really awfuf and that es ffiey 
never send any out for review!! 

TOUCH TABLET ADVICE 

Dear Page 6, 

I thought that you might like to 
know of an undocumented feature of 
the Atari Artist cartridge used with 
theTouch Tablet to allow pictures to 
be saved ir^ Micro pain ter format. 

The method is to press the INSERT 
key whilst the picture is on screen and 
the picture will be saved with the 
filename PICTURE Be sure to have a 
disk ready as there is no prompt. 
Once saved the picture can be loaded 
into a Basic program with any of the 
published picture loaders. 

Mike Power, 
Manchester 

Mony thanks. This e's one of those 
fitt/e bits of information that! thought 
everybody knew hut apparently not 
as I have had several letters recently 
asking if this can be done. One thing 
to ujotch is that all pictures wt/i be 
saved ufith the/ifencime FICTUREso 
it is important to use option E of DOS 
to rename the file before saving 
another You can oiso use this in 
reverse. Take any 62 sector format 
picture and rename it PICTURE, go 
to draw mode ond press the CLEAR 
key and the picture wiii load in and 
can then be worked on as usuof. 


TOO EASY! 

Dear Les, 

I would like to register a complaint 
about how easy some of Atari’s games 
are. For example I bought the official 
PENGO a while ago and it was so 
easy that by the next day I could 
reach over 300,000 with just two 
lives on the hardest level Even though 
the game is almost the same as the 
arcade version graphics wise; I stitl 
think it was a waste of money, 

Paulo Fragapane, 
Bristol 

/ hciEjen’t tried PENGO buf I ujish I 
could find some easy games/ Can 
you imagine how difficult it is to write 
reviews when you cant even get off 
the first screen!! 

GO TO GERMANY 

Dear Page 6, 

1 am a a British civilian living in 
Germany and purchased an 800XL 
here last yean Having found the 
manual totally useless, I decided to 
wait until a visit to the U. K to purchase 
some decent books. 

I stayed in Manchester which is by 
-no means a small town and was 
totally amazed at the lack of Atari 
literature and software available. The 
800XL is very popular in Germany, 
second only to the Commodore f>4 
according to German magazines, 
and both specialist computer shops 
and departmental stores are full of 
Atari literature and software German 
computer magazines tend to have 
many more articles, tips and listings 
for the Atari than their U.K. 
counterparts. 

I spent many weeks deciding 
whether to buy an 800XL or a 
Commodore 64 and 1 am convinced 
I made the right choice but wonder 
what owners in the U.K. feeP 

Malcolm Pearce, 
W. Germany. 


This js sfil/ the bfggesf problem 
Afar; face in the U. K They have 
always had the best macb/nes so the 
fact that the new range is even better 
wiii not aufomafically gain them ibe 
recognition they deserve. Unlessand 


until all retai lers s£arf keeping a good 
range of Atari so/£ujare and suppor¬ 
ting material Atari have very little 
chance of getting anywhere neor the 
C64, BBC or Spectrum let alone 
catching them. This is an orect that 
Atari and their distributors MUST 
give priority to otherwise all the 
promises will remain unfulfilied 

MISSING MEMORY 

Dear PAGE 6, 

Can you please tell me why so 
much memory is lost with a 64 k RAM 
mod u I c on a 6f H) X L Only 3 k is lost to 
the O.S., screen display and Basic on 
a 16k machine Now I lose 16k to the 
O S, 8k to Basic and 3k to the screen 
and other "bits and bobs'. Even the 
Atari Helpline cannot answer this 
Can you tell me why? 

Michael Phillips, 
SWales 

Any ^^■b^t machine (which ail the 
existing Atari's arej can only access 
64k total memory mhich must inciude 
the Operating System and language 
as u^eil as RAM. The memory on all 
models Is made up as follows: The 
first 1791 bytes are used by the 
Operating System, up to the 48k 
boundary is BAM (if instaUed) and 
thejinal J 6if is the OperatingBystern. 
The basic cartridge always occupies 
the areo from 40 k to 48k. On a 16 fc 
machine RAM Is installed only up to 
the J6k boundary but the top 16k of 
Operating System is also there as is 
BASIC which still occupies the same 
area, if you like, your 16k machine is 
really a 40k mochine so when you 
upgrade, to 64 k you only get a n extra 
24k which is why you feel that you 
are ‘losing' more Originally Atari 
called their43kRAM machines "4Sk^ 
despite the fact that total memory 
was 64 k hut then Commodore started 
calling their machines ‘64k' and Atari 
lost sales. The XL machines are 
called 64k for commercial reasons 
and although you might think you 
have been cheated they do in fact 
have more ^usenRAM' than the 
Commodore 641 
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800XL +1010 RECORDER + SOFTWARE 
800XL +1050 DISK DRIVE+SOFTWARE 


£129 

£289 


lnalea.d of just buying a Alan SOOiKL for ElM. *riy not 
tHjy it wiTh a 1010 PrOgr*in Rei;orcJer (RRP £3^99). Pfll^ 
Po 5 Jt(on CSSSette- (RFtP £9.99) and Invilition to Ptogrammirg 
jPRP £:i99&|‘ lor tine ssm* pnco?! Or buy yOur Atari 000X1, 
(RRP £129 99) wilh a lOSO Dis»! Drivs (RRP Hotiwa 

Filing Managar (RRP g9|i and The Payoff [RRP E9 99) tgr 
only £269' that la whal thasa IwO hardware packagas offer 
yOti, Ihe chance lb dyy 3 real value for rnoney slartef pack 
which will give you 3 good introduction to tbe world ol 
corripuief*. Further mota. if you buy yOur pack from Silica 
Shop, you cap he aasured of after seies aecvice and 
information, a FREE Dwnera Club and an eNtrsi 12 n^onlh 
guarantee on your SOOXL computer. FREE OF CHARON’ 


ATARI 500XL & 1010 RECORDER 

PACK 

ATARI 800XL & 1050 DISK DRIVE PACK 

64K Atari eOOXL 

£129,99 

64K Atari BOOXL 

£129.99 

1010 Program Recorder 

£34.99 

1050 Disk Drive 

£199,99 

Pole Position + Demo Prog {C) 

£9.99 

Home Filing Man. (D) 

£24.99 

Invitation to Pfogramming 1 

£19-99 

The Payoff + Demo Prog (D) 

£9.99 

TqL^I fir pijr^haned separately) 

£194-90 

TOtal fit purchased seperalsly) 

£354.96 

Saving 

£65.96 

Saving 

£95.96 

PACKAGE PRICE (XLC 1010) 

£129-00 

PACKAGE PRICE {KLC 10S0) 

£259.00 




ORDER YOUR PACK NOW USING THE CUTOUT COUPON BELOW 

UPGRADE YOUR OLD StYLt ATA!> BOO TO AO OOOXL 8 DISK DRIVE - ONLY £199 

If you currently hava an Old ^^tyle Alan 000 and wanl Id purchase tl^ ntw Atari ICISfl Disk Drive, Silica are oflenng a unique upgrade iDCihly If you purchase a TDSD Disk Drive ai tl99 Silica will 
swop your old Aran 0M (or a ngw &4K 0OOKL total ly free Ol charge In addition we will give you all Of Ihe conslAuent ilema m the Disk Drive Pacft. i e 3 I fee Home Filing Manager program and 
the Payolt and Oamo programs all on disk The tolal price ol Ihe SOOXL. 1(Kfl and the programs it purchased seperately would be Ca&t 9^ You can have them all lor the part ekChange pnce of 
only £199 l( you are interested m using Our upgrade lacililies. please send ypur gHd style Atari 000 to u& [in working order and reaspnehle condition) along with £199 payment for IheaOOXL 
and Disk Drive pack Providing wu 3re satisfied with Ihe condilion qI your old 800. we will despatch |he flOOXL and Disk Drive to you by return post and packing tree Please note that your new 
0OOXL already has Basic built-in so you should relurn your old BaSit cartridge with the -SM. In addition you should also return the &asiC Reference Manual and the operators manual You 
Should however keep any programming books such as Atsrr SagiC by Albrecht.rWiiey or Inside Atari Basic by Cams Uae the order form below 1o ensure a Speedy service 



We are oleasad to be able to offer you some lop arcade lilies on ROW carlridge a1 amazingly low prices Previously priced al £2& 95 each, the Five carlndges we have on offer are all high quShty 
II censfld repf Oduci ions of lOP arcade ga m^s Man utac tu red by Pa rkqr. F ROGGE R. Q- BER T. S UPER CO 0R A ari d POP E V£ are all au it able tor use with the new SOOXL and am XL nsac h mes as wel I as 
theold style Aiar 1 4D0 and SOO cpmpulers Aslrochas^ however, will not run on the XL machines butie compatible with the old style A|*ri 400 andSOQ Aslrochase and Frogger are priced 3l £T 95 with 
Ppncve Cben and Super Oobra al £9 95 Brief game descnpuons ere given below and you may order cartridges usmg (he coupon below. In addition to these Special offers, wehavea rangeoFovar 
2£im tnles lor Alan CompuierS. on Cassette. ROM Cartridge and Diskette, with pnces starting at £1.99 Wnle. telephone. Or complete the coupon for a copy of Our laiesi price liat 

POPEYE ROM £9.95 

You are Popeye and your gd3l iS lb catch all ol Olives hearts, notes. And 
cries tor Help before (hey h«l the water arvd Sink - or before Brutus the 
See Hag or a Vulture knock you overboard. Each tinne you complete 9 
round, you will aulomaticafly proceed to Ihe nent and more difficull level. 
Popeye can gam strength during me game by eating spmach. He r? men 
able to knock Brulus overboard lor bonus points An eccurale 
reproduction ol the popular arcade game. Popeye is for 1 or 2 players 

0*BERT ROM £9.95 

The objecl of O'bert is to score ns many points as possible by changing 
the colour, or me cubes on A pyramid Irom a starUng colour to 9 
deslihalion colour You'll do Ihis by hopping Q'bert from cube to cube 
while avoiding tho nasly characters who will Iry t& Slop him. A (arthful 
reproduccfon of the original. O'bert requires nerves of steel'' 

SUPER COBRA ROM £9.95 

Based on a lop arcade g9me. Super Cobra provides 3 tesi lor Ihe most 
skilled and darmg player. Guide yOur he-liCOplbr gunship through ID.OOO 
miles of mounlains. skyscrapers and subterranean passage?- Only then 
can you pick up the booly and m4ke your getaway. You'll have missiles, 
coming al you from all direcltons, determined lo shOCi yCu down. The 
coursfr comprises 11 sections Of irtmam, each more ddficull than the 1351 


FROGGER ROM £7.95 

Home may look like .it’S only a hop. skip and a |ump away, bul looks can 
be deceiving. First, there's a dangerous highway to hc-p across, lull of 
cars and trucks Then there's a swulmg river to leap, full of Irog-caling 
creatures. How will Iroggei gel home s^tClyT' By letting you help him on 
his way Guide Frogger home safely through this perilous journey based 
on the highly successlul arcade The object of the game is lo hop 

as many trogs to safely as you tan-scoring points along Ihe way' 
Frogger'S jOuVney takes him from the sidevralk aemSs 3 buSy highway tp 
Ihe nvarbank and 3Cr0S$ Ihe river to a home bey and safety You'll start 
Ihe game with 5 Frogs and the game ends when all froga have been loal. 

ASTROCHASE ROM £7.95 

This IS a fast Hying race Ihrg-ugh space. Tout mission is lo save the earth 
from destruction BlasI on And blaze across a scroll log, slar aludded 
galajiy. Seek oul and erpiode meg® mines mat close in on you aa they 
orbil Ihe earth. But keep an oye out for aM, 3 cking enemy vessels, they'IJ 
pursue you 10 the far corners ol space! Fire your lasers or aclivsle your 
shields and ram Ih4 enemy. Ypu have got single thrust propuFsion which 
is an amazing feature which lets yOu fire m one-direchpn whilst speeding 
off in Another Save the earth from total doom and there is 3 Secret 
reward waiting for you This gsmtS gives spectacular graJ^nics and 
requires bom cratt and strategy if you are lo succeed in yOur mission. 




WE AftE THE UK'S Nfti ATARI SPECfALISTS 

Since me inlroduction of Atari Video Games into the UK 
jin yc;ars ago. we have ber^n selling Alan products and 
support irig At An i>wnerS with a jpec'® I'St mailing service 
which we believe is unbeatable We stock over 1,000 
Alan related product lines and have e mailing list 
including over 300.(X>D Alan i&ja VC£ owners and over 
50.000 Atari Home Cbmpuier Owncrj Because wi> 
Specialise in Atari, we aim to keep stocks of all available 
Atari hardware, software, peripherals and accessories. 
We also slock a wide range of Atari i}qdicaled books 
and through ue, the owners on our list can subscribe to- 
sev^rjl American Atari dedicated magazines. We can 
provide a Full service lo all Atari owners 3nd are now 
firmly eslabtrshed as the DK s Not Atari specialists 

RECOGNISED ATARI SERVICE CENTRE 

rte are an approved Atari Service Centre and abf-e Id 
repair any .Alan equipment on site, no matter where il 
was purchased. This means that i1 your machine 
develops A leult. we can normally repair it ourselives, 
without having Id- send it away aitd perh 9 j]j wait w^kj 
for its return. On avqrjipq. repairs are earned oul 'within 
live days (including continuous soak testing), so 
CuSlomei's are wimouf their machirve tp4 Ihe shortest 
possible time We have compeimvc prices for rgp^-iirs ori 
machines which are out of the warranty period 
i remember you gel an eslended 2 yeer gu-Sriirttee on 
your new .Alan 0MXL if you buy it Irom Silica Shop) AH 
repair wprk carries a 3 monin guarantee. 

FREE POST AND PACKING ON MAIL ORDERS 

There- 1 ? rYO charge (or delivery wilhm the DK and BFPO. 
Small packet^ are deapatche^l by 1?I Cla$j pd$i and 
larger items by the Post Ctffitc or other national 
carr»Brs. ApproKimalely 00Ali ol all the orders sent to Ihe 
Silica Shop mail order deparlment at Bidcup are 
pri>cesse<l through our computer and despatched to the 
customer pn me aame d®y that Ihe ord^r recidved by 
■ US. This service ij provided FREE OF CHARGE 


FREE OWNERS CLUB & INFORMATION SERVICE 

Service is a keyword at Silica and therefore we fire keen NOT Ip 
make you the sub|ecl of a 'quick safe' with no subsequent 
support. Wg wcutd raiher continue to communicate with you via 
our mailing lacilities ^4fhen you make a purenase Irom Since. 
yOur name and address will be taken and added to one oi <HJf 
FREE computer or video game clubs. We don't limit Our 3 tteT 
jales services only tti Ihose jjeopid who bought Iheif hardware 
Irom us. Oil* door? ere open So. if you own a vidOO game Of 
nonre computer, or are intoresled m buying one. do lei us know. 

EH 


YOU GET THE BEST PRICES AT SILICA SHOP 

With an annual turnover qt £2 million, we are oUen able to keep 
our buying prices low by bulk purchasing and il is our poNcy to 
pass on pari ol these savings to cur customers. Because c1 this, 
we believe our prices to be lower lhan any ol our competitors. 
However, if yoo Should find a hetler after, ^ease contact u?. 
will aim to beat that price and in accordance with our utual 
policy, send the goods to you post and packing free. For full 
details of our credit lacilrties and 3 wfitten quotation. pJe3Se 
contact our sale? oHice. 


S[Cl€A SSOP LTD, 1-4Trhe M«w% Ftetbertey Road, Stdeu^, Kent, DM4 4DX Teh 01-3091111 

ORDIR NOW-OR JOIN OUR FREE /€ttiki>WNERe CLUB 


To: SILICA SHOP LTD, Depi ATUSR 0485, 1-4 The Mews, HatheHey Road, 
SIdcup, Kent, DA14 4DX Telephone: 01-30^9 1t11 

UTERAfyftt BEOuESTl _ 


G Pfease etirbi tn* In the FREE SHipB Atari Owners Club and send me your FREE brfrChuret. 
G I own a .... Videogame G I own a . 


Computer 


Address; 


Iniliali: 


Surname 


POCiCOde: 


I 


OBDEP heQUEsT; 


PLEASE SEND ME: 

□ tOOXL » 1010 Hecnrder Pick 

□ SDbXL A DHk Orivt Pack 

a tOOXL » Oitk Drive Upgrade 

' mr Md d1rl4-'H<i. [Dmfllrk 4 wpninfl 


not XL] 


O Froggw-r RDM Clrlndge 
d Aftrcebaie ROM f4M.'60<1 wvly 

□ Pnprye HOM CarlridgF 

□ O'Serf ROM Cartridge . 

□ &Liper C^bf-a ROM CprLridgt 

ALL PRICES QLkOTED ARE PNCLUSIVE OF VAT - POSTAGE A PACKING IS FREE OF CHARGE 


£t2i 

£269 


£199 


L7.H 
£7 95 
«.95 
ft 95 
£9.95 


□ I enclose Cl«equ«rP.O. payable la tiMca Snap Limited lor the (cllowkig amaunt £ 

□ CREDIT CARD - Plaise d*bil my: 

AeceiirSarclayEird.'Ylu.''Amen can E itprieii-'Diner, Club Card Number 


I 

I 















































































ONE OF THESE 
COULD 
BE YOURS 

HOW? 


By writing an article or sending a program 



to PAGE 6 


Over the next five issues we will be giving away an AtariWiiter cartridge to the author of the best article received and a Paint! 
cartridge to the author of the best program submitted. All contributions received will be re-considered priorto publication of each 
issue so that if you do not receive the award for a particular issue, your article or program will still be in the running for the next 
issue In addition to this ail articles or programs published will still be cligibie for awards in the annua! Readers Poll so it really is 
worth writing an article or sending in a program.. 

Articles may be on any subject of interest to Atari users and should be of at ieast one magazine page length. Diagrams, charts, 
illustrations or even photgraphs(!} maybe included if you wish. Programs can be for any memory size and may be games, utilities 
or more serious programs provided they are of general interest. If possible please submit articles and programs on a DOS 2 disk 
(which will be returned or replaced by a disk from the PAGE 6 library). Any DOS 2 compatible word processor may be used. If you 
do not have a disk drive please use cassette but ensure that TWO copies are recorded, one of which should use LIST ‘’C:". Hard 
copy listings of programs are not required but documentation explaining how to use the program should be included. 
Typew'ritten or handwritten articles are still welcome if you cannot manage disk or cassette and will be given equal consideration. 
Written program listings will not however be accepted. 

Let’s see your articles and programs. Best of luckl 

To start the baff roffing the first award of on Atari tVrrter cortndge goes to Mark Hutchinson for his (epic!} A-Z guide for 
beginners frr Atarj Busfc. 


LISTING CONVENTIONS - READ BEFORE TYPING 

The program listings In PAGE 6 are prepared to match exactly what you sec on the screen. The 
following chart shows all of the characters used as they would appear in a listing. CONTROL 
characters and Inverse tend to join together in listings so care should be taken over these. Use TYPO 
or TYPO II to check your typing and ALWAYS save a copy of any program before running IL 
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I IlfgER^E 5PACE 



E5C 

ESC 

t 

E5C 

CTRL " 

4 

E5C 

CTRL = 

4 

ESC 

CTRL + 

+ 

ESC 

CTRL » 


ESC 

SHIFT CLEAR 

i 

ESC 

DELETE 

► 

ESC 

TAB 

G 

ESC 

SHIFT DELETE 

El 

ESC 

SHIFT INSERT 

Q 

ESC 

CTRL TAB 

Q 

ESC 

SHIFT TRB 

Q 

ESC 

CTRL 2 

U 

ESC 

CTRL DELETE 

U 

ESC 

CTRL INSERT 
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WEE!! 

GIVE YOUR COMPUTER LIFO 
MAKE IT TALK TO YOU WITH A SPEECH 
SYNTHESISER 

ALLOPHONE BASED WITH INFINITE VOCABULARY 
PROG INFLECTION PLUS MANUAL PITCH CTL C/W 
WITH DEMO SOFTWARE AND EXTENSIVE MANUAL 

only £29 95 

CASSETTE INTERFACE ’ use with standard recorder 
instead of 1010/410. Includes remote ctl relay and audio 
channel (for stereo recorders}. State whether 5 pin DIN or min. 
jackplugs^ £18 95 

PRINTERFACE - drives CENTRONICS type printers from 
AtariWriter and BASIC/ASS LPRINT, LIST P, PRINT # etc 
Uses 1 joystick port only. C/W 1 metre lead & autoboot 
software on cassette disk £33,95 cassette £29,95 

MAINS CONTROLLER - each unit switches two standard 3* 
pin MAINS sockets flkw each). Two units cascade for 4 
independent switched sockets from 1 joystick port Manual 
override and optfrisolation protect you and your ATARI 
computer £44.95 

600XL RAM EXPANSION*Simply plug in for more 

memory +16k £,39.95 {Upgradeable) 

+32 k £49 95 (Sams tres memory as SDOXL) 
+48 k £59.95 (16k overlaid by O. S. ro m) 

Ei{p 3 ns.lan Unit available far 600/800XL 

W*E. ELECTRONICS, Prices include p&p. 

19, North Street Emsworth, HANTS Lar^e SAE for detailc 
TeL 02434 77613 QUOTE PAGE 6 



AUTO DELETE 


Add these program lines to TYPO H fronn issue 14 and 
you can delete TYPO 11 from your listing automatically. 
Your program can then be SAVEd or CSAVEd without 
going through the proceedure of LiSTing to tape or 
disk. 

First change lines 32080 and 32090 to 

MM 72080 IF LIMEf = ”eM&'' THEM S2Z70 
JN 320SO POSITION 2,10:? "COMT"JB=0flLCLIN 
eS>:position i,3:? ** "j 

Now add the following lines 

PO 32270 TVPO=720eO 
NO 32Z40 POSZTIOM 2,ZS? "N" 

RH 322Se FOR l>FL=TYPO-ie TO TVPO+ISO STEP 
±0 

OK 32260 ? I>EL:NEKT DEL:? "POKE 642,12:? 
CHRS<1251SCOKT" 

UK 32270 POSITION B,01 POKE 842,13:STOP 
JF 32200 XF TYPO=3Z0B0 THEN TVP0=TYPO+i5e 
:GOTO 32240 

When you have finished typing a listing and the prompt 
Type a program line’ is on the screen type the word END 
and TYPO II will be deleted. Just SAVE or CSAVE your 
program as normal, 


AMAZING OFFERS!! 


SAVE ££s 


ATARI 800XL AND ATARI 1050 DISK 

DRIVE 


including Home Filing Manager (disk) & Pay-OH Advent urefdisk) 


ONLY.£234.95 


ALL PRICES 
INCLUDE VAT. 





P. & P. IS FREE 


SAVE £30 

ATARI 1050 DISK DRIVE AND 10 
BLANK DISKS (worth £20) 


ONLY £189.95 


BLANK DISKS FROM £14.95 

PHONE NOW FOR BEST PRICES 

0602 782310 


SJB DISK SUPPLIES 
11, OUNDLE DRIVE 
WOLLATON PARK 
NOTTINGHAM 
NGS IBN. 

Alt subfect to avaiJabillty. 
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Qames 


The W&^erer 


by Stephen Pedler 


Maze games have always been popular puzzles, both 
before and since the advent of personal computers. How¬ 
ever, the graphics capabilily of computers means that we 
can now travel through a maze as though we were actually 
inside it-the 3D maze game. The Wandered is just such a 
maze 


TYPING IT IN 

This is straightforward but notice that there are several 
groups of very similar lines contained in the program. You 
can save yourself some typing time by using the Atari's 
editing facilities to duplicate the first line of a group and the 
making changes as appropriate. 

PLAYING THE GAME 

Brief Instructions are summarised in the program itself, 
but are amplified here. 

On running the program, you are first presented with a 
reminder of the instructions. Pressing the START button 
then shows you the maze from a bird's-eye view complete 
with your starting position and that of the exiL Note that the 
exit and start positions change each time you play a new 
game, but that the maze itself is constant 

Pressing start again puts you into the maze. You move 
through the maze using the joystick fup = North, right = 
East, down = South and left= West). The number of moves 
you have taken is displayed at the bottom of the screen, as is 
the direction you are facing. If you wish to look in another 
direction, simply press the corresponding key {N,S,E,W). 
Note however that pushing the stick up still moves you 
North. This can be slightly confusing until you get the hang 
of it 

If you get stuck help is at hand. Pressing the‘K key gives 
you your position relative to the exit while pressing ‘M" 
shows you the maze from above complete with the positions 
of yourself and the exit In order to prevent the game from 
being too easy, you can only use these facilities a small 
number of times in each game. Using the ‘ NT key also adds5 
steps to your score as an additional penalty. 

Finally^ pressing "Q’ allows you to quit the game with an 
option to play again [with different start and exit positions). 
If you don’t want to play another game, the program will 
erase itself from memory. Pressing T allows you to remind 
yourself of the instructions. 
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HP 


10 REM I CmCKKWMmCKMMMMMMWMMMMMMMMMMMMM 
20 REM K THE MAHDERER K 
30 HEM * by STEPHEN PEDLER * 
40 REM * - --- ^ 


50 REM * PAGE B MAGAZINE - ENGLAND * 
60 REM MMmiMmtMK i mMMMMMMl i tltltMMKMICMKItMM 
7a REM 


ISO RAMTaP=PEEKC1063:POKE 106|RAMT0P-1 
6 


140 GRAPHICS DiPOKE 752,1:POSITIOH 2,2 
!? "Thinkins a nonent...** 

150 DIN MAZEC17,173,LMALC4),RMALC4>,PC 
43 ,A$ CIS},CS CS3,DS(43 ,E$ (123 
lea AS^"N0RTHCA5TS0UTHMEST** sES-*** 


THE HA 


NDERER** 


170 GOSUB 97e:G0SUB 1890 
ISO GOSUB 2140 
190 GOTO 690 


IPRAM MAZE 


210 GRAPHICS BiCOLOR liSETCOLOR 2,12,4 
iSETCOLOR 1,12,12 

220 OH FAC GOTO 230,250,270,290 

230 FOR J=1 TO 4:IF P05V-J<a THEM P(J3 

=o:nekt JSGOTO 310 

240 PlJJ=MAZECP0Sy-J,P05Kl:NEHT JiGOTO 
310 

250 FOR J=1 TO 41 IF P0SM-(-J>17 THEN P C J 
]-e:NEKT J;GDTD 310 

260 P(J1=MAZE{P0SV,P0SK+J3;HEKT J;GDTO 
310 

270 FOR J=1 TO 4JIF P05Y+J>17 THEM PtJ 
3^B;NEKT J:GOTO 310 

280 P(J3=MOZECPOSY+J,POSKJ:MEKT JrGDTO 
310 

290 FOR J=1 TO 4; IF PO5K-^J<0 THEN PCJ3 
=e:NEKT J:GOTD 310 


300 P(J3=HOZEtPOSV,POSK-J3;NEKT J 
310 IF PCll-3 DR PC1>=4 THEN CL=1:GC3T0 
350 


320 IF PC23-3 DR P(2}=4 THEN CL=2:GOTO 
350 

330 IF P C33=3 OR P (33=4 THEN CL=3:GOTO 
350 

340 IF PC43=3 OR P(4J=4 THEN CL=^4 
350 FOR J=0 TO 4;LUALCJl=0:RMAL(J1 =0:N 
EXT J 

360 ON FAC GOTO 370,400,430,460 

370 FOR J=0 TO CL!RHAL(J3=MAZE(POSY-J, 

PasX+13INERT J 

3B0 FOR J=0 TO CL:LHAL(J>=MAZE(POSY^J, 
POSH-lJiNEXT J 

390 POSITION 10,21:? A$ (1,53 ;GOSUB 660 
:G0T0 490 

400 FOR J^O TO CL:RMAL(J>=MAZECPOSY+l, 
P0SK+J3:HEKT J 

410 FOR J=0 TO CLILMALCJ3=MAZECPOSV-1, 
P0SK+J3INERT J 
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HT 420 POSITIOM JL0j2i:? AS 16,9 J I GOSUB 600 WA 040 IF S = ll OMI> MAZE tPOSY, P03K-1>-4 TH 
IGOTO 4^0 eh 1720 

WY 430 FOR J=0 TO CLiHWALCJ3=MAZE(P05Y+J, DU &50 IF 5=11 THEN IF MAZECPOSY,P05K-1)< 
P05K-1J;HEHT J THEN MOUE-MOUE+1 1 P05K=P05H-1 : G05U8 

01 440 FOR J=0 TO CL;LWALCJ3=MAZEtP05V+J, 200:GOTO 670 

P05H+ll:MEMT J TH 860 GOSUB 1420 

HD 450 POSITION 10,21:? aS tiOj±4):G05UB 6 BU 870 K-PEEK<764J 

6O:GOT0 450 TH 680 IF K=35 THEM FAC-liGOSUB ZOOlGOTO 

FB 460 FOB J=0 TO CL : PWAL (J> tiMAZE tP05V-1 * 560 

—; NEXT J TV 850 IF K=^42 THEH FflC = 2JG05li6 2O0:GOTO 

VP 470 FOR J=0 TO CL:LWALCJJ=MAZE(P05Y+1, 560 

P05K-J>:HEHT J UK ^00 IC=62 THEN FAC = 3: GOSUB 200:GOTO 

aU 480 POSITION 10,21:? AST15,181:G05U8 6 560 

50 WT 510 IF K=46 THEH FAC=4:GOSUa ZODiGOTO 

UM 450 REM t:if :gTWl 560 

FM 500 IF PCCL1=4 THEN 530 520 IF K=:57 THEM HELP-HELP + l 1 GOSUB 155 

UR 510 K=CL»30:¥=M72 OsGOSUB ZOO:GOT0 560 

GM 520 PLOT K^YlDRAUTO 315-X,¥JDRAWTO 315 P¥ 530 IF K-37 THEM MOUE=MOUE+5:LOOK=LOOIC 

-H,1S5~V!DHAWTO M,155-Y:DRANTO K,V +1:G05UO 2O3O:G0SUD 20OiGOTO 56© 

AY 530 REM TX 540 IF K—47 THEM GOTO 1450 

01 S40 FOR J=© TO CL-1JH=J«30iY-H/2;C=fJ+ PE 550 IF K=i3 THEM G05UB 2140£G05U0 200 

J *3 0: J l> —C/2 AA 560 POKE 764,255SGOTO 760 

IH 550 IF J=CL-1 THEM IF LMALCJ)=0 AND LM UP 57© RESTORE 1000 

AL (1*^110 3 THEN GOTO 588 GJ 580 FOR ROH=0 TO 17:F0ft COL=0 TO 17 

TA 560 IF LMALCJ>=3 THEM PLOT C,iS5-D;DRA PW 550 HEAD M!MAZE CROW,COLS=M;MEMT COL:ME 
WTO C,D;DR0UT0 H,¥:PLOT K,155-V:DRAWTO XT ROM 
C,155~D;GDT0 580 OR lOQO DATA 3|3,3,3,3,3,3^3^3,3,3,3,3^3, 

SU S70 PLOT C,155-D1DRAWTO C,D:DRAMTO M,D 3,3,3^3 

iPLOT K , 155^D : DRAWTO C,155~D 1010 DATA 3,0,3 , O # O , O, O, 3,0 , O # O i O # 3,0 , 

GM 580 NEXT J 0,0,3,3 

05 550 FOR J~0 TO CL“1IK=J^30:V-M72:C=CJ+ OP 1020 DATA 3,O>3,O,3,3,O,3,3,O,3,0,©,0 , 
11*30lD=C/2 3,0,3J3 

PH ^600 IF J=CL-1 THEM IF RMALCJ1=8 AMD RMZJ 1©30 DATA 3,0,O,O,O,3,O,O,O,O,3,O>3,O, 
ALCJ + 1103 THEM GOTO 64© 0,0,0,3 

WG 610 IF RWALCJ1=3 THEN PLOT 315^K,155-V PM 1040 DATA 3,3,0,3,□,0,3,3,0,3,O,0#Oj3# 
;DPAWTO 315-K,¥:DRAWTO 315-C,D:DRAWTO 3,3,0,3 

315-C , 155-D J DR AMTQ 315”H,155^V EC 1050 DATA 3 / 0,0,0,0,3 , O , O , O , 0,3,3 , O 0 j 

UY 62© IF RHALt\l]-3 THEM GOTO 640 0,3,0,3 

Q¥ 630 PLOT 315-K,155-D:DRAWTO 315“X,D!DR JE 1060 DATA 3,O,3,3,3,0,O^3,3,3,0,©,O,3, 

AMTO 315-CjD:DRAWTO 315-C,1S5-D:DRAWTO 0,0,0,3 

3j_^ — MI 1070 DATA 3,0,O,O,O|3|©i0,O,3,0,3|O,3, 

GO 640 MEHT J ’ 0,3,3,3 

ZM 650 RETURN EC 1080 DATA 3,3,0,3,O,O#O,3,O,O,O,3,3,0, 

MM 66 0 REM 0,0,0,3 

HN 670 POKE 7S2,1:P05ITIOM 10,22:? “MODES KU 1050 DATA 3,O,©,0,8,3,3,3,6,3,0,©,0^Oi 

=^»;MOME 3,0,3,3 

ZS 680 RETURN HZ IlOO DATA 3,O,3,©,3,3,O,O,0,0,3,O,3,O, 

PE 65© REH [ir.^CMMiTa 0,0,3,3 

OD 700 ? : STK^INT C CRND <01 *161+11 : ST V = I LC lllO DATA 3,0 , O , O > O , 3 , O , 3,3 , O , 0,6 , O , 3 , 

NTCCRHD<01*161+11 3,3,0,3 

GM 1120 DATA 3,3,0,3,0,3,0,0,0,3,0,3,0,0, 

3 , © , © , 3 

NH 1130 DATA 3,O,3,3,O,©,©,3,O,0,0,3,3,©, 
3, 0, 3,3 

NO 1140 DATA 3,0,0,0,0,3,3,D,3,©,3,3^3,e, 
3,0,0,3 

FL 115© DATA 3,O,3,0,3,O,O,O,3,O,O,3,0,O, 
0,0,3,3 

00 1160 DATA 3, ©, 3,0 , O , O, 3,0,3,3,0»O, 0,3, 


MZ 

710 

IF MAZECSTV,STXS=3 THEN 700 

GU 

sz 

720 

POSMrSTK:P0SY=STY 


5E 

730 

GOSUB 1300 

NH 

RR 

740 

FAC=l:GOSUB ZOO 


WN 

75© 

POKE 764,255 

NO 

IH 

760 

S=STICK<81 


US 

770 

IF S=1S THEN 870 

FL 

HG 

780 

IF S=14 AND HAZEtPOSV-l,POSX>=4 TH 



EH 

1720 

00 

UA 

750 

IF S=14 THEM IF MAZEtPOSV-I,POSHl< 



>3 

THEN MOUE = MOUE + 1 ;POSY=POiSV-l : GOSUB 

PC 


NEW EXIT 


ZOOeGOTO 87© 3,3,3,3 

VT 80© IF S=7 AND MAZE<POSV,POSK+11=4 THE ED 1180 HEM 

II 1720 UD 119© EKNALL=INT C CRND <©1»41+11 

PL 810 IF 5=7 THEM IF MAZE<POSV,POSH+lS<> TF 1200 EXIT=IMTtRMDtOJ*161+1:ON EXWALL G 
3 THEN MOME=MOVE+l:POSM-POSH+l:GOSUB 2 8T0 1210,1230,1250,127© 

00: GOTO 870 I*" MAZE Cl, EXITS =3 THEN 1200 

EK 820 IF S=13 AMD MAZECPOSY+1,POSHJ=4 TM ZH 1220 MAZE CO,EXITS=4JGOTO 1250 

EM 1720 1230 IF MAZECEXIT,161=3 THEM 1200 

MO 830 IF S=13 THEM IF MAZECPOSV+1,PQSKl< DM 124© MAZECEHIT,17J=4:GOTO 1250 

>3 THEN MOVE=MOyE+l:P05V=P0SY+1;GOSUB MU 1250 IF MAZEC16,EMIT!=3 THEN 1200 
200;GOTO 870 OP 1260 MAZE<17,EXITl=41 GOTO 1250 _^ 
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lY 1270 IF MftZECEMXTj15THEN 1200 SM 

ZM 1260 MAZE<EMIT,05=4 

BE 1290 RETURN OC 

FH 1700 REM 

HV 1310 GRAPHICS 1+16;POKE 756,RAMTOP-B:P NV 
OKE OS^OEPOKE 09,RAMTOP- 4:DL-PEEKC560I 
+ 256»PEEK £5613 ! POKE DL+4,0:P0KE l>L+5,R KM 
AMTOP- GI 

GH 1320 5ETC0L0R O* 7 *SI5ETCOEOR 2,12,0 
LA 1330 FOR R0M=0 TO 17;FOR COL=0 TO 17 PP 

IP 1340 M=MAZE€ROHjCOLi;POSITION C0L+1,R0 
W:7 «6JCHR$tK+321:NEMT COL 
LE 1350 NEKT ROM OT 

ZZ 1366 POSITION POSK+1,P05V:? «6;CHRSt5+ 

32+128J VC 

Cl 1370 POSITION 4,201? »6; AK 


Cl 1370 POSITION 4,201? r AK 

FO 1300 POSITION 4,22:? 06 j 

OL 1390 POSITION 4,23:? ti6 i EK 

MM 1400 POKE 53279,S:IF PEEK £532793<>6 INIR 
EN 1460 

KS 1410 POSITION POSM+1,P05V:? O6;CHR$<0+ ZC 
32):RETURN BN 

BB 1420 REM HK 

KY 1430 FOR J = 1 TO 2;S0UN1> O , 60 , lO , 15 ; FDR MO 
L=1 TO 2e:NEKT L:SOUND 0,0,0,0:NEKT J us 
AT 1440 RETURN 

ZC 1450 REM [tHKi HU 

FN 1460 OPEN 111, 4,0, "KI¬ 
EL 1470 ? *'«** i POSITION 3,22:7 "Are you su 

re rv/Ml?"!GET ftl j K HW 

QI 14&0 IF KO09 AND K <> 70 THEN 1470 
BD 1490 IF K = 78 THEN CLOSE ttl; GOSUB 2O0:G CR 
OTO 760 Cl 

BA 1500 IF K=B9 THEN GRAPHICS OiPOSlTION 

2,1:? ‘■You gave up after ";M0VE;," Move ZR 

s *" 

IM 1510 POKE 752 , 1 :POSITIOM 2,3:? "Play a bC 
gain [V7Nl?":GET tt±,K OE 

JM 1520 IF K<>e9 AMD K<>70 THEN 1510 KT 

NM 1530 IF K = 09 THEN CLOSE *11 1 HELP-0; LOOK 

-0 ;MDUE=:0: GOSUB 2010:GPSUB 1820;GDSUB NU 
1160:GOTO 690 

SQ 1540 IF K=70 THEN POKE 106,RAMTOP;CLOS OM 
E H1;GRAPHICS 0;NEM 

OX 1550 REM II MIJ AG 

FK 1560 IF HELP>3 THEN 7 "6MO More help 1 AS 
eft for this naie!":? :GOTO 1690 YJ 

j_F 1570 CS="SOUTH" J D£ = **ME5T" : ? "N" JR 

MU 1580 IF EKMALL=2 OR EKMALL=4 THEN 1640 
HR 1590 IF EMWALL=3 THEM CS="NORTM":MERT= ME 
17-P05Y:GOTO 1610 AU 

PB 1600 UERT=POSV ED 

OA 1610 HORIZ=EMIT-POSM:IF HORIZ<e THEN D 

S="EA5T" VI 

TM 1620 GOTO 1670 5H 

AU 1630 RETURN 

8D 1640 IF EKMALL=4 THEN d5="EAST":HORIZ= ZH 
POSH:GOTO 1660 

OU 1650 MORIZ=17-POSH RE 

DA 1660 gEHT=POS¥-EMIT:IF UERT<0 THEM CS= KT 
"NORTH" 

IG 1670 ? "You are "; ABS CMERTJ ;steps to tg 
the ";c$;" of the" DB 

FB 1680 ? "exit and "; A6S CHORIZ) :steps 

to the UB 

LE 1690 7 "Press te go on," 

UU 1706 IF PEEK 153279) <>6 THEM 1700 

AQ 1710 RETURN KF 

ZO 1720 REM CCHMini] 

OD 1730 GRAPHICS 1+16:SETCOLOR 0,7,8 CQ 

YR 1740 POSITION 2,91? tt6j"CONGRATULATION 
S ! " 


1750 POSITION 2,10:? tt6;"¥0U FOUND YOU 
R NAY" 

1760 POSITION 2,111? HD;"OUT IN "jMOUE 

J" MOVES." _ 

1770 POSITION 2,13:? «6;"press f 

or" 

1760 POSITION 2,14:? »6;"another ga«e" 
1790 POKE 709,70IPOKE 711,Z02lFGR J-1 
TO 20:nemt j 

1800 IF PEEK£53279306 THEN POKE 709,2 
02;PQKE 711,70:FOR J=1 TO 2e:NEMT J:GO 
TO 1790 

1810 LOOK^O:HELP=0;H0VE=0:GOSUB 2010:G 
6SUB 1820:COSUB 118O:G0TD 690 
1820 REM I H 

1830 ON EKNALL GOTO 1840,1850,1860,187 
0 

1840 MAZE CO,EHXT3=3:GOTO 1080 
1850 MAZEEEHIT,17)-3:GOTO i860 
1860 MAZE£17,EMIT)=3:GOTO 1880 
1870 MAZECEHIT,0)=3 
1880 RETURN___ 

1890 REM iTi4H4air i ^ihn rT'in li 

1900 RESTORE 1920 

1916 FOR J=0 TO 33:HEAD BYTE:POKE 1536 
+J,BYTE:NEKT J 

1920 DATA 104,104,133,215,104,133,214, 
169,224,133,213,169,0,133,212,162,4,16 
0,0,177,212,145 

1930 DATA 214,200,200,249,230,213,230, 
215,202,200,242,96 

1940 A=U5RC1536,tRAMT0P-a)«2S6) 

1950 FOR J=e TO 23:«EAD BYTE:POKE CRAM 

T0P-8)N256+24+ J,BYTE:NEMT J 

I960 DATA 255,129,109,165,165,189,129, 

255 

1970 DATA 0,o,o,e,o,e,0,0 

1980 DATA 61,60,36,255,109,36,36,102 

1990 FOR J=0 TO 16:READ BYTE:POKE 1600 

+j,bvte:nekt j 

2006 DATA 104,104,104,133,213,169,0,13 
3,212,160,0,145,212,136,208,251,96 
2010 A-USR£1600,RAMTOP-41:A=USR£1600,H 
AMTOP-3) 

2020 RETURN 
2030 REM 

2040 IF LO0iK<3 THEN 2080 

2050 7 "ilMo Hore looks this MazeJ":? i 

? "Press to continue" 

2060 IF PEEKC53279)C>6 THEN 2060 
2070 RETURN 

2000 GRAPHICS 1+16:P0KE 60,0:POKE 89,R 
AMTOP-4:DL = PEEK £560)+256*PEEK £561) 

2090 POKE DL+4,0:P0KE OL+S,RAMTOP-4 
2108 POKE 756,RAMT0P-S:SETCOLOR 0,7,8: 
SETCOLOR 2,12,8 

2110 POSITION POSH+1,POSY;? «GjCH«5t5+ 
32+128) 

2120 IF PEEK £53279) 06 THEM 2120 
2130 POSITION P05M + i,PO5Y : 7 t*6:CHH6C0 + 
32):RETURN 

2140 REM M:«l;ll[i*pC»3:H 

2150 GRAPHICS 0:SETC0L0R 2,12,4:SETCOL 
OR 1,12,12:? "N":POKE 752,1 
2160 ? e5:? :? "Manoeuvre through the 

Maze using the":? "joystick* If your w 
ay is blocked, a" 

2170 ? "tone wi11 sound and you «ust t 
ry" 

2180 7 "another direction*":? :? "If y 
nu need help, the following keys" 


continued on page32 


12 F-^AGE fi - Isifiiici 15 





Whether you’re a serious 


programmer^ or beginner. 
Atari User is for you! 

Dedicated to the whole range of Atari 
products - including the new 8 and 16 
bit micros - the monthly Atari User is 
packed with lively and informative 
features, programs and reviews. 

Written by users for users, it’s the 
professional Atari magazine that tells you 
all you want to know! 


Special introductory offer 


□ I would like to Take aduantase of your speciahntToduciory offer 
of ihe nexi 12 issues of Alari User for £K] 

D Choqu^f onctosed. 

□ Dcbir my Vlsa/Access account- 


Name_ 

Address_ 


Signed 


Post to: Atari Database Publlcatians, 

68 Chester Koadn Hazel Groi/e. 
Stockport SK7 5lNfY. 


ATARI USER? 

Then you'll 
need... 


^ Make sure you 
/ "9ht up to date 


Make sure you 


^ ,, / with all the exciting 
things now happening 
Jm in the world of Atari by 
^ taking out an annual 
W subscription. Send in the 
f coupon below and pay only 
£10 instead of the usual £12 






jntertnew 


GOING 



There are lots of products advertised m the American 
n^ogoiines which ore df//jcLj/f to obtain here. Wiii fbey 
become available? To find out I spoke tOdierry/-Joiujens u^bo 
fs General Manager of Software Express, a mai^ order 
componi; in Birmingham lubo specialise irr Atari, and Lubo 
recenfiy rook a trip over to the States to find out whether 
these products could be made more easily available in the 
UK 

P6. Wbcrl made you decide to go oeer fo the Sfofes in 
search o/so/tLiiare? 

J.Hh Well a.lthough you can get a lot of Atari product in 
England there is still one area that remains neglected. That 
is the utility side and there are similar areas that U.S. Gold 
and others have not hit upon such as the magazines. 
Although you can get them in this country they are not 
easily available. Also the other stuff like the APX titles and 
the public domain titles. Software wise products from 
people like O.S.S, and MMG have only been available in 
small quantities but there has never been enough. The only 
advertising you get is in ANTIC and ANALOG so what we 
ba si ca lly deci d ed wa s to go ov e r a n.d see t h os e co mpa n i es i n 
order to see if we could get them into this country. We 
managed to get the exclusive rights to MMG and OSS to 
distribute in this country, plus w^e will be handling the 
advertising in the specialist magazines so we can get more 
people aware to make it worth while by selling in quantity. 
We krtou/'that they are not going to sell like Blue Max, Beach 
Head or anything like that but w^hat we do expect is that 
more serious users who have wanted these products will 
come to an English supplier and get what they want without 
all the chances and hassle of sending money abroad. We are 
trying to fill a section of the market which will not only 
increase our business but also give Atari what it has been 
waiting for - the good serious products. 

P6. Wbo did you tJfsJt first? 

J.K Iflew into New York and then drove to English Town, 
New Jersey where MMG have got their base. 

P6. VVbar sort of Company are MMG? 

J.H. Rather like us in size - about 8 people. The vice- 
president who I met was Greg Fremerwho is responsible for 
the everyday running of the Company. Although they 
started out as a partnership ■ MMG standing for Mike, Mark 
and Greg they were bought out by a bigger company. The 
operation has been kept se per ate. Amongst other things the 


Atari products include the BASIC COMPILER and an old 
title called Final Flight. They do a lot for the Commodore hut 
also do a lot of contract work for Atari IBM, Lotus and many 
others. Although a small company they have their fingers in 
a lot of pies. They did the templates for Lotus 1-2-3 and 
work for IBM - all the big business systems. Turnover is $2 
million a year The deal we have been offered is an exclusive 
for the U.K., possibly Europe, and we will be handling all 
their advertising The latest product they have for the Atari is 
a sound digitiser which can take ordinary recordings and 
digitise them onto the Atari using the four voices. The 
quality is truly amazing. They can’t wait to get the XEM and 
then what they can do with sound is nobody’s business. 

P6. So MMG piar\ to write for the new machines? 

J*H. Oh, yes definitely. Although I didn’t see any machines 
it is quite easy to develop software on the 800XL and then 
refine the products when the XE is available. The technical 
specifications are there so programs can be developed now. 
Atari are encouraging developers to begin work on software 
for the XE and have promised that XE machines will be 
made available to these people as soon as they are 
ready. 

P6, What products wiU you have available /ram MMG? 

The main product will be the BASIC COMPILER 
There is a new program called Inside the Astral Rift which is 
described as similar to Ultima 111 but sufficiently different to 
make it a whole new game. We are currently evaluating this 
one. Also there will be DATA MANAGER 11 which they 
describe as being as good as SYNFILE. We are testing this 
and initial impressions seem to be that it has a lot of features 
that many databases lack. Another product is called Career 
Counsellor w^hich is a questionnaire for school children or 
adults which asks a series of questions and seems to be very 
accurate. Basically you answer questions and are given a 
sugge.stion of career choices. We are not sure yet if this will 
be available. 

Ft. Wh ere next? 

J.H, Up to the Canadian border to a town called Rochester 
to see Computer Software Services who do the XL FIX 
which is a hardware modification to allow the XL machines 
to run software without any translator. They have 

a new product coming out called. I think. The Silencer 
which is a very small circuit which fits inside a ItkhO or an 
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an interview with Jerry Howells 


810 and makes it so si tent that there is no noise whatever, all 
you can see is the busy light. We will probably bring that in 
but only as a retailer not as a distributor. The market wiil 
probably be quite small. 

P6. Did you get over to the Went coost? 

J*H* Yes, I drove back down to New York another 500 
mites, and then flew to San Francisco where I thought the 
trip really came alive. The first meeting was with ANTIC 
publications. They are a weird and wonderful outfit Like 
most others they are a very young company and they have 
been going two and a half to three years. They remind you 
of the old journalists of the fifties with trilbies and cigars. 
Obviously having a lot of fun. Les Toruk was the first guy I 
met and we discussed ways in which we might help each 
other They are very interested In the U.K. market. They 
have virtually split their company into two with the publF 
cation side and the mail order side which promotes books, 
APX and disks of public domain. Basically their own 
products. They do not sell software in the same way we do. 
They have some new books on the way. I then met with Jim 
Capareil, AN TIC's Editor and Pub! is hen and we talked 
about the American and U.K. markets. F'rom what he said 
the two markets are very similar - they had the slump in the 
same way as we did last year but it is picking up very well 
now, They were impressed that I had gone out to the States 
so I was invited back later to discuss ways in uJiich w^e could 
help them In the U. K. We ended up wnth an agreement to be 
sole distributor for ANTIC magazine, in the U.K. as well as 
for all the APX titles, books and other software that ANTIC 
promote in their catalogue 

You must be dose to Sunnyuofe by nou-P 
Yes, my first appointment was with Mike F'eters of 
Q.S.S. who is the President and also Bill Wilkinson. We 
ended up with an exclusive distribution deal for all their 
products. Although the cartridges have been available here 
the Tool Kits have never been available although there has 
been the demand. We will now be distributing these. Not 
much new product although they will be making all of their 
products for the SJ and XL range. They will be promoting 
their products more in the U.K They had a few bad 
experiences in the past which is something 1 found with all 
the companies 1 visited. They ail knew about the British 
market and had in fact lost a lot of money through English 
distributors and w'erea bit paranoic but the fact that we went 
out there convinced them that we mean business. The deals 
were much better than I tf^ougfit w^e would get. 

P6. Did you ru fk about the neu.' Atarj DOS which I belieije 
Bill tViJktnsorr 

J.H. Yes. I saw DOS 2.5. It is a lot better than DOS 3. Bill 
Wilkinson saw that DOS 3 was not good er^ough and DOS2 
was okay so he decided to write something in between. He 
has several projects which he Is working on but does not 


plan to promote commercially He seems to work all night 
on odd bits of programming. DOS 2.5 will be available 
shortly and Bill Wilkinson did write it. 

P6, // you lA'ere m Sunnyuofe, you must have gone to 
ATARJ beodquorfers? 

J.H* Yes. I met with Sig Hartman who is the head of 
Atari soft. ATARI U.S. is very impressive in a five story 
modern building. Sig Hartman w^as extremely rnce but very 
po werf u L 1 met a guy cal I ed Joh n Su tc h an d we c ha tted fo r a 
couple of hours about the U.S. and U.K. markets They 
were very interested iri our Maths project, as were a lot of 
other companies. They were impressed by tfie presentation 
and content. It was the first time they had seen a complete 
course. There have been plenty of Revision aids but not a 
complete course. Unfortunately the school system there is 
totally different so we may not be able to do anything In the 
Slates. They were impressed enougli to offer assistance in 
producing other software which we are thinking of at 
present Unfortunately 1 did not have enough time at Atari 
but it was very impressive just being there. I met briefly with 
Sam Tramici and Leonard Tramiet as well as Sig Hartman 
all of whom were very aggresive people in a very positive 
way - people that others listen to. 1 certainly came away with 
the impression that whatever Jack Tramiel says he will do 
will be done and I believe that a lot of other people believe 
that too. 

P6. Ho w will you drsfrjhute all the products you boue 
agreemenfs for? 

J.H. We are planniny to set up a seperate company called 
I’he Software Factory to provide distribution to a select 
number of retailers who want to support Atari and we will 
make available to them the more serious products that they 
have not been able to get in the past. Software Express will 
sell products by mail order but those retailers who are 
interested in the Atari will also be able to get the 
products. 

What were yoEjr overall impressions about how third 
party compaPTtes view Atari given their past history!^ 

J.H. Many of tivem are still wary but most do believe that 
Jack Tramiel will do wJiat he has promised. C’errainly there 
is a much better atmosphere for conipjanies to begin 
supporting Atari again. After the takeover a lot of people 
became very wary as notliiingseemed to happen fora long 
time but now that S i s are beginning to become available as 
development packages, more companies are beginning to 
believe in Atari again, I certainly feel tlial Atari are going to 
come through well and I hope that we can provide LJ.K. 
owners with greater support. The games market has been 
the one which the big companie.s have concentrated on but 
with the agreements w^e liave been able to negotiate we 
hope that Atari owners over f^ere can begin to find it easier 
to get into the more serious side of Atari. ^ 
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j^dventure 


l.mkSSlDn: ASTEROID 


Background: Roberta Williams is a country girl whose 
childhoodi revolved around fairy tales, magic and fantasy, 
She read a lot fantasized a lot and told stories to her friends. 
Some years later, after getting married and moving to Los 
Angeles, her husband introduced her to an entirely new 
form of story telling ■ computer Adventures. 

Ken Williams was a programmer on an IBM mainframe 
and used to bring a terminal home every night As it 
happens, the computer had some games on it Including the 
classic Growther and Woods original Adventure! After 
playing it at home, Roberta said to herself'"Gee, I could do 
that!". So she designed an Adventure called "‘Mystery 
House" and Ken did the programming. It was a fairly simple 
game inspired by the Agaiha Christie novel ‘Ten Little 
Indians'", It had black and white line drawings and was only 
available for the Apple, but it was a start 

They formed On-Line Systems (which later became 
Sierra On-Line) so that they could distribute the game. 
Before long they released a second game called "Wizard 
and the Princess' It had full screen, high resolution colour 
graphics and was heralded as a major breakthrough in 
Adventures, On-Line's success was now assured. 

Over the next couple of years, the number of Adventures 
increased with each new release seemingly bigger and 
harder than the previous ones. The Cfne exception was 
'"Mission: Asteroid". This was written as a beginners’ 
Adventure and was accordingly given the number 0. There 
are now seven in the series, but only the even numbered 
ones are available for the Atari. Who knows? Maybe the 
others will one day be translated as well. The full series is 
listed below. 

^0: Mission: Asteroid 

^1: Mystery House (not available for Atari) 

^2: Wizard and the Princess 

^3: Cranston Manor (not available for Atari) 

Ulysses and the Golden Fleece 
#5: Time Zone (not available for Atari) 

^6: The Dark Crystal 

Review: We ll take a look at Mission: Asteroid as it’s the first 
in the series, but most of the comments are equally 
applicable to the whole series When the game is first 
booted, the program checks for unformatted sectors on 
track 3. This results in the dreaded graunch ... graunch ... 
graunch that I’ve come to hate in Sierra On-Line's copy 
protection. I wish they wouldn't do that! Haven’t they ever 
heard of bad sectors and duplicate sectors and short sectors 
and skewed tracks and... 


Anyway, you are then asked to flip the disk to side 2 and 
press RETURN. When you’ve done so, a triangle appears 
along with the message “IF TRIANGLE APPEARS BLUE 
PRESS THE START KEY. IF IT IS NOT BLUE PRESS THE 
OPTION KEY." The triangle on my screen could best be 
described as scunge (which definitely isn’t blue), so I pressed 
the OPTION key However, I soon realised that I could press 
the START key and there waE absolutely no difference in 
the pictures 1 reasoned that the test was necessary because 
the game used artifacting They needed to determine 
whether the computer had a CT!A or GTIA chip, then the 
program could compensate so that the colours looked right 
However, this only applies if you have an NTSC computer 
and television (as in the U. S. A), it does not apply to we PAL 
users in Australia and the United Kingdom, so you can press 
either key and it doesn't make the slightest difference. 

The game then commences and you get your first 
glimpse of the much acclaimed graphics. What do you 
think? Terrible aren't they? Apple owners can’t be very 
fussy! The pictures look like they’ve been drawn by a 
kindergarten child, To'make matters worse, the artifacting 
mentioned above just doesn’t work on PAL lelevistons. 
Instead of the glorious technicolor that weYe used to on the 
Atari, we get just two colours - black and a horrible yellow 
that looks like cat vomit. 

The screen layout is just like CiRAPHICS 8, Most of the 
screen is devoted to a high resolution picture of your 
surroundings except for the four lines of text at the bottom 
Each time a new picture is drawn, the bell rings from the 
console speaker, (This also happens with Wizard and the 
Princess and Ulysses and the Golden Fleece, but The Dark 
Crystal uses the TV speaker.) If there are more than four 
lines of text then the first four lines will be printed and you 
have to press RETURN to continue with the next four lines. 
This prevents the text from scrolling under the picture 
before you get a chance to read it, Unfortunately, no matter 
how hard you try, you nearly always forget to press 
RETURN before starting to enter your next command As a 
result you are punished with another repulsive bell, but this 
time it's three times as long as before. In a short period of 
time, 1 got rather annoyed with this to say the least. A 
reviewer in another magazine was ready to throw a brick 
through the IV before his family dragged him off screaming. 
Another resorted to pulling his computer apart and dis¬ 
connecting the console speaker! 

[f you're thinking that there must be a less drastic fix, then 
you’re right Use a paper punch to cut a write protect notch 
in side A of yo u r Ad v en tu re di s k a n d ru n t h e program at the 
end of this colum n. Hey presto! No more belts! Note that this 
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will void any warranty you may have on your disk, so make 
sure you are very careful not to make any mistakes. The 
program has all the instructions you need and is written in 
such a way that there is no way it will alter your disk unless it 
is identical to mine. (Try it on any of your other disks if you 
don’t believe me.) If you follow the instructions^ you can't go 
wrong. 

At this point I must give credit to a friend named Peter 
Bamtord. He was the one who originally thought of the fix 
and passed it on to me. I merely repeated the procedure and 
wrote the utility to allow any mug to fix his own disks. 

Peter began by searching the disk for the bell character, 
Le. $FD. Unfortunately, it appeared about a million times. 
Not only did it appear as data or part of an address, but it 
also turned out to be a 6502 opcode. Obviously, the search 
would have to be narrowed down. (Incidentally, don't 
bother checking tracks, because it is unformatted and will 
cause your drive to have a siezure) 

He then searched for the sequence $ 1F, $ DO. This is the 
hardware register CONSOL in LSB, MSB format Most 
readers would be familiar with reading this register to see 
whether a console key is being pressed It can also be written 
to to control the movement of the cone in the console 
speaker. If a sequence such as $8D, $1F, $D0 {or STA 
$D01F in assembly language) was found, he’d be in luck 
Unfortunately, no such luck This was becoming a real 
Adventure in itself 

He then took a look through the Operating System 
source listing for a clue and accidentally stumbled across the 
label BELL in the cross reference map. It turned out to be a 
subroutine in the display handler that rings the beli. This is 
where I became involved. The obvious next step was to 
search the disk for the sequence $20, $0A $P9 which 
translates to JSR BELL (or JSR $P90A) in assembly 
language This sequence occurred five times. Aha, jackpoti 
The first occurrance was found at sector $02 byte $31 in 
Mission: Asteroid and Wizard and the Princess and sector 
$05 byte $32 in Ulysses and the Golden Reece. It was used 
to ring the bell to let you know that you had to turn the disk 
to side B. I decided to leave this intact 

The second occurrance was at sector $F2 byte $71 in 
Asteroid and Wizard and sector $E8 byte $71 in Ulysses. 
This sounded the bell after each picture was drawn. I 
replaced this with $EA $EA $EA which translates to three 
NOPs in assembly language. 

The third, fourth and fifth occurrances were immediately 
after one another at sector $F3 byte $02 in Asteroid and 
Wizard and sector $E9 byte $02 in Ulysses. This was the 
triple length bell that occurs if you forget to press the 
RETURN key when there is more text to print I again 
replaced these with NOPs. 

Each disk was modified and tested. The results? Silence. 
Beautiful silence! 

Incidentally, the JSR BELL is an illegal entry point If the 
programmers have done it once, then they have probably 
done it several times. This implies that the SieiTa On-Une 
Adventures may not run on revised Operating Systems 
such as Revision B, but this shouldn’t affect us as Revision B 
was never issued in a PAL version. XL users will probably 
need the XL translator disk If in doubt try to check that the 
programs run okay on a system similar to your own before 
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cs 1 REM i iiiiiiiiiiiiii m i mmiHmmmntKM i i i umminim 

UM Z REM tt SXERRA Ott-LIHE ^ILEHCEfl » 
sa 3 REM tt bv Francis n 

G4. 4 REM tt PAGE G IsSW 15 O 

CH 5 REM tttttmitimtmmmmmtM iiiii nn iiiii itm iiiiii rrii 

KZ lOO POKE 82^Z:POKE 83,39 I GRAPHICS R;PO 
KE 7ia,18]POKE 752,1 

ap lie DIM search; C3} , REPLACES C3) , Ml_$ <41 , 
NAMESC291,BUrrERSC1Z81SFOR 1=1 TO 3:RE 
AD A;SEARCHSCIl=CHRSCAl;NEKT I 
BN 120 FOR 1=1 TO 3:READ A;REPLACESCl1=CH 
R$CA1:NEHT X:FOR I-l TO 4tREAD AeMLSCZ 
1 =CHRS CAT j NEKT I : BUFFERS C1Z8J =•' ** 

HT 130 DATA 32, lO. 249,234,234,234 * 104 76., 
83,226 

HJ 148 A^ADRCBUFFERSl ; HI = INT <A>^25G1 IL0=A- 
2S6»HI^P0KE 769,l;POKE 772,LOSPOKE 773 
,HJ:OPEH ttl, 4,0,**K £** 

GF 150 ? CHRS<1251:POSITION 13,1:? "BELL 
SILENCER**:? " FOR SIERRA OH-LIHE ADD 
EHTURES" 

LH IGO ? :? "Thi^ Utility Will Modify any 

of tho"t? "following Sierra Dn-Line A 
dvontures" 

zu 170 ? '*10 elininate the annoying ring 
f roM**: 7 **the console speaker.":? :REST 
ORE 500 

KC 180 FOR 1=1 TO 4 ! READ NAMES, SECTOR : ? ■■ 
**;!;**. **;HAMe;: NEMT I:? :? **Mhich do 
you Wish to Modify <1-41?** 

HF 198 POKE 784,255:TRAP ISO;GET ni,A;ZF 
A=5Z THEN CLOSE ttl: GRAPHICS OSEND 
CU 200 IE A<49 OR A>51 THEN 190 
GI 210 RESTORE 10tieWA:READ NAMES,SECTOR 
OK 220 7 CHRSC125J:POSITION 7,1:? "INSTRU 
CTXONS FOR MODZEVING** :POS1TXOH 20-LEH< 

hame;]72,2:? name; 

HK 230 ? ;? “1. Ensure that the disk has 

a write**:? ** protect notch,**:? :? "Z 

. Insert dish into drive 1.** 

VC 248 ? :? **3. Press to Modify di 

sh or : 7 " to abort,** 

CC 250 POKE 7G4,255;TRAP 25a:GET tt 1, A : IF 
A=27 THEN 150 
AB 260 IF A0155 THEN 250 

VT 270 TRAP 40000 IHI=XHTC5ECTOR7Z5G} :LO=S 
ECTOR-Z56*HI iPOKE 778,L0;P0KE 779, HUP 
OKE 77e,82:GaSUB 400 

VF 280 BVTE=113iGOSUB 4Z0£PaKE 778,87;G0S 

UB 400 

KK 290 SECTOR=SECTOR+l;HI=rNTtSECT0H/2S61 
J UO = 5ECTOH-2S64tHI! POKE 776,LOlPOKE 779 
,HI:P0KE 770,82:GOSUB 400 
FK 300 BTTE=2 : GOSLIS 420 i BVTE = 5 : GOSUB 420 ; 

BVTE=8:G0SUB 420 spoke 770,B7:GOSU8 400 
80 310 POSITION 11,22:7 "OPERATION COHPLE 
TE**; CHR; <2531 : FOR 1=1 TO 1O00:NEKT I:G 
OTO 150 

GH 400 A=USRCADRCMLSl1:IF PEEKt7711=l THE 
H RETURN 

DS 410 POP {POSITION 5,22:7 **ERR0R **;PEEK 
£7711 J *■ . . . OPERATION A80RTED; CHRS £2531 
;FQR 1=1 TO 1O0O:NEKT I:G0T0 156 
UN 420 IF BUFFERSfBVTE+l,8YTE+3>=SEARCMS 
THEN buffer;EBVTE + 1,BVTE+33 =REPLACE;;R 
ETURN 

MU 430 POP ;P0SITI0N 3,22:7 "DIFFERENT DI 
5K,..OPERATION ABORTED";CHRSC253>iFOft 
r=l TO 1000:NEKT I:GOTO ISO 
MS 500 DATA MISSION; ASTEROID,242 
AI 510 DATA HIZARD AND THE PRINCESS,242 
BD 520 DATA ULYSSES AND THE GOLDEN FLEECE 
, 232 

FU 530 DATA HOKE CReturn to 8ASIC1,0 □ 
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BLANK DISKS 


SW' BLANK DISKS - PRICES PER 

BOX OF 10 



Single 

Double 


Side/ 

Side/ 


Double 

Double 


Density 

Density 

SCOTCH 3M 

14.95 

19.95 

DYSAN 

17.95 

24.95 

MEMOREX (with FREE case) 

12.95 

16.95 


SJB SUPERSAVERS 


50 MEMOREX Single Side/Double 
Density Blank Disks in a perspex 
storage box.only £64.95! 

50 MEMOREX Double Side/Double 
Density Blank Disks in a perspex 
storage box.only £79.95! 

ALL PRICES INCLUDE VAT DELIVERY IN U.K IS FREE 

Please send cheques/P.O.’s to 



SJB DISK SUPPLIES (DEPT P6) 
11, OUNDLE DRIVE 
WOLLATON PARK 
NOTTINGHAM 
NG8IBN 
Tel. 0602 782310 










CENTRONICS PARALLEL PRINTER 
INTERFACE 

Plugs into serial I/O socket Compatilyle wlUi ATARI- 
WRITER, VISICALC etc. Includes all cables plus extension 
t/O socket Powered directly from computer. Simple to 
install and use. 

Only £69.95 Inc. VAT and postage 

Send s.a.e. for full infaimatlon. 

Dealef enquiries welcome. 

BLACKTHORN ELECTRONICS 
Ardleigh Road, Dedham, Colchester, Essex 
Tel: Colchester (0206) 323120 



rikssian:nsTEF^QkD 




UPDATE 


Rumours or Facts? 

By now the Hannover Computer Fair will be over and 
Atari’s new machines will have had their European 
launch, Maybe we will know which of the machines and 
peripherals will be available and €>t what price. Mear’iwhile 
several rumours circulate in the States - most from very 
reliable sources - and we report them here, in the absence 
of any official announcements, for those of you desperate 
for any news on tilings to come. 

... Py^oduction models of the XE and ST range were 
shown at a California User Group meetrng in earfy March 
With LOGO as the mstalied language in the ST BASIC if 
required, is said to be available os a seperate purchase, 
aifhough users opinions may weff chan<je Atari's mind, 

.... The XEPportahle^-bit computer is fo be dropped due 
to lack of interest (not surprising/ but a portable ST is 
pfarmed instead. 

rheXL'M music machine has been postponed mde/in- 
ifely due to problems with the sound chip 


continued from page 17 

you buy them, I don’t think youdi have any trouble, but ifs 
better safe than sorry. 

Up until this point, my comments have been very 
negative This is not to say that the g^me is no good. On the 
contrary. As far as Adventures go. Mission: Asteroid is very 
goodf The aim of the game is to blow up a huge asteroid 
before it collides with the earth. The game commences at 
12:00 noon and the asteroid is estimated to hit the earth at 
7:15 P.M. This gives you 7 hours 15 minutes of game time 
to complete your mission. Each move takes 5 minutes, so 
you effectively have 87 moves to solve the game. The 
puzzles are fairly simple and logical making it ideal for 
beginners. It is the time element that’s the real killer. 

Mission: Asteroid also has one of the most Intriguing 
mazes that Fve ever encountered. Although the game gives 
you a route through the middle of it it is not the most 
efficient so you should try mapping the maze to find a better 
way. It's quite a challenge, but Fd say very few people have 
bothered. Even the two books of Adventure solutions 
mentioned below have conveniently left it out! 

Hints: There are no hints this issue because none of the 
problems seemed hard enough to warrant them (and I 
couldn't think of anything particularly clever anyway). It’s 
just a matter of working out what to do, then doing it in the 
shortest possible time. If you get really desperate, a complete 
solution can be found in “A Shortcut Through Adventure- 
land" by Jack Cassidy, Pete Katz, Richard Owen Lynn and 
Sergio Waisman (Datamost) and 'The Book of Adventure 
Games" by Kim Schuette (Arrays,Inc.). • 


.... All new software for the XE range will run on the 
800XL and 800 but will look for the extra 64K RAM of 
the 130XE and use it j//ound. 

.... 25 to 30 software packages will be immedrotefy 
available for the ST when it is put on sale. 

.... Prices ... the promise that no software ivilf be more 
than $49 has now become 'no more fban $100' but the 
mo;orffy wiff be under ,^50. The $100 500K disk drive 
bas now become a $200 BOOK disk drive. 

.... The ST will be released initially ln512Konly as the OS 
will not be in ROM unbi bugs are sotted out 

.... A previously unannounced 256K ST is sold fo be 
planned for $499. 

.... The 1050 drive wf/f groduaiiy be reploced by a 
con}patibie5^4'’drwe- tbeXF52J - of around50. Tbe 
new Disk Operating System - provisionoily DOS 2.5 - 
Is by BrIJ IVi/Linson o/O.S,S. but a/urfberDOS wdl be 
developed for the ” dnues 

. New Atari software for the 8-bit range to mc/ude 

SHOPKEEPER, an easy fo use smaii business accoun- 
ting package that also tracks Inventory and emufafes an 
eJecfronic cash register. SONG F^AINTER is a music 
construction program controlled by /oysticic 

Keep your eyes and ears open over the coming weeks. 
Some of these rumours will now be facts. Some will be 
forgotten. The only way to report/acts is to see things in 
person and next issue PAGE 6 will bring you a first hand 
report of the Hannover Computer Fair. Don’t miss it. ^ 
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programmmg 


PLAYER MISSILE GRAPHICS 


an all-in-one routine 


This machine code routine differs from most published 
utilities since it is table driven. This means that a large 
number of parameters can be defined at the setting-up 
stage, and accessed automatically when the M/C code is 
called. Only two numbers are passed through the USR 
function - the Player identification number and a number 
between 1 and 15 to indicate the direction of movement 
required, Joystick reading and screen limits for movement 
are all controlled by the M/C routine. Also all 16 collision 
registers are scanned, and a number returned to address 
1791. 

This means that very little BASIC is needed in the main 
program loop so the routine runs quite quickly. The routine 
is liberally filled with REM statements, which need not be 
typed in, to explain each stage of initialisation. 

This routine wos passed on to us as being Jor PAGE6' 
but had no details of the author. If the author would like to 
get fn touch we wiii ensure that fuU credit is given. 


STRUCTURE OF THE TABLE WHICH 
DRIVES THE PLAYER MOVEMENT 

routines 

T+0 player's current vertical pysition on screen 

T+1 player's current horizontal position on 

screen 

T+2 players base address, low byte 

T+3 player’s base address, high byte 

T+4 address of appropriate horizontal position 

register, low byte 

T+5 address of appropriate horizontal position 

register, high byte 

T+6 height of player-number of image lines 

T+7 right hand screen limit of player movement 

T+8 left hand screen limit of player movement 

T+9 bottom screen limit of player movement 

T+ HI top screen limit of player movement 



UG 

HP 


HH 


UU 

KC 

VM 

HH 

CK 

EG 

ZL 

JO 


MF 


UR 


JK 


TH 


ET 




00 


30000 REM MMMMM i tK t mKWWMHHWMWWmtmil l MM M 

30001 REM H & MAY JOYSTICK MOMEMENT * 

^ OF PL0YER5 MITH SCREEN » 

» LIMITS AND COLLISION * 

30002 REM N DETECTION » 

«---- ^ 

K PAGE & MAGAZINE ENGLAND « 

30003 REM W M W W i m - i l R 

3000S GRAPHICS 21? 06;" PLAYER GRAPHIC 
5":? 06J" DEMONSTRATION" 

30010 ? tt6j*"*i? «6j" PLUG JOYSTICK";? 
06;" INTO LEFT-HAND PORT" 

30015 X=e:RESTORE 30035 
30020 READ D1 IF D=:-l THEN 3011S 
30025 POKE Jt536+K,D;K=K+1!GOTO 30020 
30030 REM ^ 


MACHINE CODE TO MOUE PLAYER 


ESS 1536 


30035 DATA 104 ^ 104,133 > 204,^ 104,133 ^ 203 
,104,104,133,205,201,15,240,97,160,10, 
177,203,153,216,0,136,16,246 
30040 DATA 165,205,201,6,240,22,201,10 
,240,10,201,14,240,14,201,5,240,37,201 
,9,240,33,201,13,240 

30045 DATA 29,206,59,164,210,196,226,2 
40,53,155,222,177,210,136,145,218,200, 
200,202,224,255,206,244,166,216 
30O5O DATA 202,208,29,240,27,165,216,1 

97.225.240.26.24.101.222.168.166.222.1 
77,218,200,145^ 216,136,136,202 

30055 DATA 224,254,16,244,166,216,232, 
160,0,138,145,203,165,205,201,15,240,5 
5,201,5,240,22,281,6,240 
30060 DATA 18,201,7,240,14,201,9,240,2 

1.201.10.240.17.201.11.240.13.208.29.1 
56,217,220,223,240,23 

30065 DATA 232,208,9,240,7,156,217,228 
,224,246,12,202,160,1,138,145,203,136, 
141,10,212,145,220 
39070 REM 


SCAN ALL 16 COLLI SION 


REGISTERS AND STORE RESULT 


AT ADDRESS 1791 


AU 30075 DATA 162,16,202,48,23,189,0,208, 
240,248,134,203,6,203,6,203,6,203,6,20 
3,165,203,29,0,208 
EC 30080 DATA 141,255,6,95 
MU 30005 REM 


MACHINE CODE TO CLEA 


BYTES OF RAM STARTING AT 


ADDRESS A 


AR 30090 DATA 104,104,133,204,104,133,203 
,104.133,206,176,104,133,205,169,6,160 
,0,145,203,136,208,251,230,204 
YI 30095 DATA 202,46,6,208,244,164,205,20 
8,240,96,-1 
OH 36106 REM 
CG 30105 REM 
BL 30110 REM 

UP 30115 PM8ASE=PEEKC1063-8 
DS 30120 REM 


START OF PLAYER PARAMETER 


TABLE HHZCH DRIUES THE M/C 


CC 30122 REM 


CODE SU8R0UT1NES 


TABLE IS LOCATED fN THE 


UNUSED RAM BETHEEN PMBASE 


IH 30125 T=PnBAS£«2S6 
ZC 30136 PLR0::T+S1Z :REM 


PLAYER O BASE 


20 PAGES- Ibsue IS 



5ET UP Pti REGI^^^ 

RES 


NX 30X35 GRAPKXC5 1 
N5 30140 REM 
EO 30145 POKE 559,45:REM 
ZF 30150 POKE 704,12:REH ■rfilgil11 - M-]JjfTigl 
OB 30155 POKE 53256, 2 SREH jJliltl 

BK 30160 POKE 54275, PHBASE : REK 
VJ 30165 POKE 53277,3:REH J 

VU 30170 PLR0KI=rHTCPLR0/ZS61 ePLROLDW=PLR 
0-PLROHI»256 

JZ 30175 HOHI-INT(53248/256):HOtOH=5324e- 
HeHI»25& 

CN 30180 REH 
ON 30185 REM 
CR 30150 REM 
OH 30155 REH 


TABLE STARTING 

AT ADDRESS T 


FP 30200 poke T,25 
SK 3OZ05 POKE T+1,120 

CD 30210 POKE T+2,PLROLOH;POKE T+3,PLHOHI 

MG 30215 POKE T+4,HOLOH;POKE T+5,HaHX 

LK 30220 POKE T+6,10 

U6 30225 POKE T+7,200 

Ur 30230 POKE T+8,40 

UU 30235 POKE T15,100 

00 30240 POKE T+10j±0 

YZ 30245 POSITION 3,5J7 tt6;**A EO C E 
"I REM 


SOMETHING FOR PLAYEW TO COLLIDE! 


CE 30250 REM 
DO 30255 REM 
Cl 30260 REM 
ES 302G5 REM 

DU 30270 Z=USRC1738,T+512,12ST 
PJ 3027S 5=0:RESTORE 30250 

JU 30280 READ SHAPE;IF SHAPE=-1 THEM 3025 
5 

MH 30285 POKE PLRO+PEEKCT)+5,SHAPE:S=S+1: 
GOTO 30280 

CK 30250 DATA 16,56,56,16,124,238,158,68, 
-1 

CM 30255 POKE 53248, PEEK CT + IT : REM 


|PLR^j^<^yA L STAR TING POSITION 
pfOU^PLAYER 


VU 30300 K=USRC1536,T,PEEKC632)):REM 



FE 30305 IF PEEKCi751)>0 THEN 30340 
YJ 30310 GOTO 30300 
CQ 30315 REM 
By 30320 REM 
CU 30325 REM 
PW 30330 REM 


CO^ySIOh^ROl^INETRlG GE R E D 
ADDRESS 1751 


CV 30335 REN 

CT 30348 K=U5R(1738,T+51Z,128):HEM 


MV 30345 7 "KADDRESS 1751 CONTAINS **;PEEK 
(17511 

NH 30350 FOR FLASH=1 TO 15:POKE 712,1NT(R 
ND(03»2563:HENT FLASHiPOKE 712,0 
FF 30355 POKE 175i,O;P0KE 53278,0 
JO 30360 POKE T,70:P0KE T+1,120;POKE 5324 
8,0 

KM 3036S ? "4PRESS TRIGGER TO CONTINUE** 

CC 30370 IF STRIGTOl^l THEN 30370 
JI 30375 ? *'K'*;G0T0 38270 □ 


WOOTTON COMPUTERS 

116, Edleston Road, Crewe, CW2 7 HD 
Tek 0270 214118 


260 UO 


99.99 9:1.99 

2-19.99 23:},00 


KOOXL 64k computer 
lOlD progratYi re^^order 
1 050 disk drive it DDS 3 

8O0XLA1010 cavsene ipk, Invhalicm lo Progra nuiu 
A Pole Koslthm 

800 XL & 1050 ditik drive inc. Home f-iliny Manager & 
Came»master disk (9,95| 

102''0 fCikput piEnli'r 

1027 i«;tler qu«|it]) printer 

Tniich Tablet ft Atari .Art 

Atari ^a)/sllcks 

Aluri Super dciVvHcks 

Piddles 

Trakball 


Asteroid A RavketbaM ... Caverns of Mars ... C .etiripedr . Chess ... 

Galaxtan... JungleHuiit... Lone Raider., MrssiJeCommand ... Fac.indrL... 
Penyo Pule Position... Qin.., 8 pac« Invaders... Slar Raiders .. Super 
breakout 4 lII ,i 9,^5 ^ach 

Defender.,, Dig Dug,., Don kev Hong ... [>onkev Kong Jr... Jousr... 
Pacman ... Kobotron all al 13.99 each 


AtaniWriter 

Blorb^hvrvit 
tncrgv Lrar 
European Countries 

Stales and (JapllalA 
Gia|>h-lt 

Hcwnit nilng Manager 

Kinadum 

Scrim 

iSlaliatIri 


Logo ft Manuals 
Macro AsHinbler 
Mlcrosoh Basic 
Mlehev In rhr tireat 
Outdoors 
Mv Ekml Alphabet 
Music ConiiMJser 
Paint 

Touch Tiirpiny 
Video Easel 


Assembler Editor 20.99 

ConvRFutkinal French 2D.99 
A others 

Invitation to 9.45 

ProgramFn1n!i 1 
Invllatlnn to 20.99 

Programming 2 
Invhalion lo 2}.4S 

Ptogrammlng} I 

Jligglea Hduae 18 99 

.luggle« Rainbow IK.99 


HALVE YOUR DISK COSTS ^ DISK 
NOTCHES ONLY £5.59!! 


UIVIRDX . MOLDS^ 80 DISKS - ONLY 110.95 


C.D.C dwii* (SS/DDf ID 1n bnu 
Memniea dlslis|SS''DO;i 10 Ih bus 
Clintana divkr IQ In library' raa-r 
Blan k raraetteit 10 nf 


‘Wvmtr itvie disk cablnel lor 60 disks 16 95 2000 sheets laulvid pap«T II v 9.5 1S.99 

All tubfect io oh^allabillly. ISkeu Include VAT. 

Pual ft packing extra ■ ting for price. 


SUNARO 


SOFTWARE 


ORDER ANY TWO TITLES DEDUCT £1 EXTRA 


HOH 

ATARI WRITER 
HOBOTRON 2084 
CA1,AXIAN 

37.95 

14.25 

9 50 

ASSEMBLER EDITOR 
MINER 2Cl49er 

STAR RAIDERS 

21 95 
11 SO 
9 SO 


SMASH HITS VOLl 

32K 13.25 

DRUFZONE 

48k 8.75 

SMA8H HITS VOI_2 

32k 13 25 

POLE POSITION 

48k 875 

SMASH HITS VOl_a 

.32k 13,25 

SOLO FLIGHT 

4Sk 13.2S 

COLOSSUS CHESS 

48 k 8.75 

HOULDEH DASH 

321i: 13.25 

ZAXXON 

16k 13 25 

RRUCELEE 

32k 13 25 

MACHINE CODE 


F-15 STRfKF EAGLl 

4Hk 13.25 

TUTOR 

32 k 13.25 

SPIDEHMAN 

Ibk 6 95 

747 FLIGHT 

SIMULATOR 

4ttk H.75 



Disks 

SMASH HITS VOLl 

32k 15.95 

THE PAYOFF 

4Kk 9.50 

SMASH HITSVOL2 

32k 15.95 

CONAN 

1.3.25 

SMASH HITS VOL3 

32 k 15.95 

BOULDER DASH 

:i2k 1.3.95 

f-15 STRJKF EACl.F. 

48k 13.25 

BRUCE LEE 

32 k 13.25 

WARLOK 

32k 13,25 

SOLO FI IGHT 

48 k 13.25 


NEW TITLES AVAILABLE IMMEDIATELY ON RELEASE 


5 % off current lisvt price on all hardware 

Send cheques/F.C.'« la 
SUNARO SOFTWARE { Pb) 

P.0.00X78, MACCLESFIELD, CHESHIRE, SKIO 3PF 
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by Allan Knopp 


Kanga is a maze game in which you control a jumping 
kangaroo moving around various platforms. In order to 
progress to the next screen you must first get to the sparkling 
jewel in the centre of the screen and jump up to touch it This 
causes a further section of the platform to appear which will 
enable you to reach the exit 

Coming too close to the edge of the platform will cause 
the kangaroo to fall into space and lose a life. Lives can also 
be lost by being hit by a laser which fires at random from the 
windows in the left hand wall There is a time limit which 
causes the game to end when it reaches zero. The score 
remaining at the end of each screen is added to the total and 
displayed at the end of the game as the final score. 


VG 236 REM I I I I M M I I 
ZZ Z35 GOSUB 

TM 246 RGKE 711,56rGOTO 730 
&V Z45 L = 3 : 5C=± :CC=;246: GOSUB 835 
PR 250 

HV 255 SOURO Z , 240,10., 2 : SOlJWi) 3,243,10,2 
KO 260 POSITION 0,2:? n6;**[iI33 I *^;sc!P051T 
lOM 0,4:? 06|**H3!iai" 

FC 265 K=ieO:V-04:PMM=PMD:GOSUB 450 
RB 270 REM 

UG 275 POSITION 5,22:FOR R = 1 TO L:? 1*61" f 
'»;:MEKT RJPOKE 53278,1 
OH 280 POSITION 5,23:F0R R=1 TO Ll? tf6;"q 
“*‘MEKT R 
PU 285 REti 
II 2S0 S=STICKCOJ 

TV 2S5 TIIi=TIM-2 : POSITION 1,5:? tt6jTIM; " 
":IE TIM<0 THEM GOTO S4S 


El 1 REM MMMMMWMW MMW K MB MWHWmtM I IMmm] 
SP 2 REM « KANGA 

ET 3 REM » by ALLAN KNOPP 

IB 4 REM » --— ^- 

lY 5 REM « PAGE 6 MAGAZINE - EKGLA 
EH 6 REM N i mWMW WMMMMMK i CM 
NM 7 REM 

NN lee GOSUB less 

NM 10S G05UB 1135:G05UB ?65 

TU no POKE 710,36:POKE 708,38;POKE 


FK 115 Z=12:G0T0 120 

YR 130 RESTORE 465 

HC 135 OIM MOS C6> ,M1$ £63 , M2$ C6> ,H3S 163 , C$ 

<^23 

UF 140 PIM PHM0V5 C1003 , PO$ £301 , Pl$ £303 , PZ 

E=ADRfPHMOV53 :F0R 
KM 145 PMMOVSCKl^CHRfCN3:NEKT M 

LY 150 REM PEEK C53Z79> =3 THEN GOSUB 815: GO 

OF 155 FOR K=1 TO 12:REA1> N J Pe$ CK3 =CHR5 CM TO 730 

liNEKT K S^ll THEN K=K-4 ; PMM=PML J IF K<40 

OT 160 FOR K=i TO 12:READ M:PiSCK3=CHRftM THEN K=4O:G0SU8 450 

3 :NEKT K 5^14 THEN V=Y-Z ! K=K+2 ! PMM=PMD: I 

OJ 165 FOR M = 1 TO 12: READ N : PZS £M> =CHHt £N F H>1^2 THEN H-18Z:G051JB 450 

3;NEKT M t-I 315 IF 5^7 THEN M = M + 4 : PMM^PMR : IF M>1S2 

SM 170 FOR K=1 TO 2;READ N;P3SCKl=CHft^CNl THEM K=192:GOSUB 450 

;HEKT K 320 IF 5=13 THEN Y=¥+2:K=H-Z!PMM=PMF;I 

LF 175 FOR X=1 TO 12:READ N:PFSCKJ=CHR5tN F X<40 THEN K=40:GO5UB 450 

3:MEKT K K<40 THEN K=40 

YK 180 PMBASE=INTtCPEEKC1451+33743*4:POKE UM 330 IF K>Z@0 THEN K=ZOO 

54279, PMBASEitlEM Aft 33S GK= <M-48>/8 iGY= tV-16>/4 : IF GY>20 T 

RH 185 PM0=PNBft5E«256 WEM G¥ = 2e 

5K 190 PMR=ftl>RCP0S> VI 340 IF Y>94 TMER V=94 

RH 105 PML=ADR£P1$3 345 POKE 711,Z:P0KE 77,0 

PB 200 PMD=ADRtP25l *30 LOCATE GH+1,GV+2 ,C ; LOCATE GM,GV+1, 

ZN 205 PM<^=a6P CP3 £i iftFM CM J :J D;LOCATE GK,CV + 2,E 

AL 210 PMF=ADRtPFS3 TT 355 CC=CC+1;IF CC>240 THEN CC=246 

EK 215 POKE 550,46:POKE 53277,31REM IJI.M GI 360 COLOR CC:PLOT 13,12 

filXTJI GM 365 IF 0=250 THEN GOJO 865 

HO 220 POKE 7e4,14rPOKE 707,2:PO«E 623,1 ST 370 IF D>33 OR D<48 THEN V=V-2!GOSUB 4 

LU 225 GOSUB 665:TRAP 666 50JY=Y+2:G0SUB 450 
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DU 

cs 

UK 

JJ 

KG 

IK 

JP 

XR 

LA 

TE 

XF 

TB 

G5 

IR 

SI 

CE 

AK 

CE 

UR 


IE 


IV 


LD 


YQ 

DJ 

QD 


375 IF D>5B RKD D<G2 THEN V=V+4:8=X+2: 

GOStIB 450 

3d0 IF D>4a THEM Y=V+2!G05UB 450 

IBS IF D<13 AKD E<J3 THEN G05UB 515 

390 IF DC33 THEN G05UB 515 

395 IF E<3S THEN GOSUB 515 

400 IF C<33 THEM G05U& 515 

405 IF D>246 AND D<249 THEN G05UB 825 


BA 

ZC 


AT 

Ui4 

AH 


410 IF D=90 AND K=i THEN TITIM»1OO:G VU 


OTO 730 

415 IF V<20 THEM V-ZO 
420 IF RNDC0)>0.99 THEM GOSUB 960 
425 Z=Z+16:IF Z>255 THEN Z=i2 
430 CC=CC+l:lF CC>249 THEN CC=Z46 
435 COLOR CClPLOT 13,12 


LB 
GO 
G J 
HE 
KB 
KH 


440 M5L=MSL+1:1F MSL>10 THEN GO5U0 550 ES 
445 GOTO 285 OF 

450 0 = U5R (MOUE , O , PMB> PMFI, K , V , 11? : A=rUSR GH 
CHOUE,3 ^ PMB,PM5,H + 2,V + 9,2J 

455 FOR M=30 TO 80 STEP 10;S0lJND l,W,l mB 
ejl0:NEKT M:50UND l, o, e,O :re turn BU 

460 REH IJl-M,LilUiMJ tI4^ BH 

465 DATA 216,104,104,104,133,213,104,2 
4,105,2,133,206,104,133,205,104,133,20 50 
4,104,133,203,104,104,133,208 VJ 

470 DATA 104,104,133,Z09«104,104,24,10 
1,209,133,207,166,213,240,16,165,205,2 OI 
4,105,120,133,205,165,206,105 PI 

475 DATA 0,133,206,202,200,240,150,0,1 
62,0*196,209,144,19,196,207,176,15,132 
,212,138,168,177,203,164 LU 

480 DATA 212,145,205,232,169,0,240,4,1 
69,0,145,205,200,192,120,208,224,166,2 
13,165,208,157,0,208,96 VM 

485 REM rjTViinilTn i 

490 DATA 4,6,7,4,12,30,156,124,16,31,0 


600 
605 
6 10 
615 
620 
625 
630 
635 
640 
64 5 
650 
655 
660 
,1;GOT O 
665 REM 
670 
675 
EAD 
680 
605 


PMM-PMH 
PMM-PHD 
PMM=PMR 
PMM^PMF 

XM=S 6 :VM-SS 
KM=64:YM=80 
>tM = 72 ; YM-72 
MM=SO:VM=64 
XM-ee: vm=56 
MM-96:VM=4B 


495 DATA 32,96,224,32,48,120,59,62,8,2 
48,0,0 


ZL 


0,12,50,10:A=USR CMOVE,O,PMB,PMM,M,V, 11 
3:ON MM GOSUB 600,605,610,615 
590 REM 

595 NEXT MM:SOUND 0,0,0,0:NEXT MD1 POKE 
5S257,0!P0KE 53278,1:GOSUB 520:G0TO 2 
85 

RETURN 
RETURN 
RETURN 
RETURN 

RETURN 
RETURN 
RETURN 
RETURN 
RETURN 
RETURN 

HM=104:vm=40:return 
XM=112:VM-32:XMP=0:RETURN 
TRAP 40000:P0KE 53257,0:P0KE 53278 
285 

■ PI 1 UN W 1 tIM I 

RESTORE 695 

Mist =ADHtHISMOU^> : FOR K=1 TO 114:R 
H :MISMOV$ £H> ^CHR$ tN3 ] NEXT H 
REM 

FOR 1-1 TO G:READ N:M19C11=CHRS(H) 
:NEKT r 

690 POKE 705,156:P0KE 53260,12 

695 DATA 216,104,104,104,133,213,104,1 

33,206,104,24, lOS, 126,133,205,165,206, 

105,1,133,206,104,133,204,104 

700 DATA 133,203,104,104,133,208,104,1 

04,133,209,104,104,24,101,209,133,207, 

160*0*162,0,134,212,169,252 

70 s DATA 166,213,240,7*10*10,9,3*202,2 

08,249,166,212,49,205,145,205*196,209, 

144,30,196,207,176,26 

710 DATA 132,212,138,168,177,203,164,2 
13,240,5,10,10,136^208,251,164,212,17, 
205*145,205,232,169,0,240 


SM 

500 

DATA 12,14,8,13,30,28,28,61* 

30, 

36, 

DM 

715 

DATA 0,200, 

192*125,208,196,166,213 


64, 

128 




, 165 

,208,157,4, 

208 * 96 

IF 

505 

DATA 62,124 



CX 

720 

DATA 0,0*3* 

0*0*0 

BL 

510 

DATA 24,56,8,24,28*53*30*28* 

22* 

36, 

ZM 

725 

RETURN 



72* 

0 



ZP 

730 

GD5UB 965 


nc 

515 

POKE 623*4:F0R Y-Y TO lOO:S0UND 

0 * 

IZ 

735 

POSITION 0* 

2 : ? tJ6 J "score” 


Y, 10 ,10:V=V+e.5:GOSUB 450:50UND 

0 * 0 

, 0, 

LT 

740 

POSITION 0, 

3:? #|6;5TIM 


0;KEXT Y 



ZN 

74 5 

IF STIM>HSC 

THEN MSC=STIM 

RI 

520 

L=L^1:IF L<1 THEN GOTO 545 



YR 

750 

POSITION 0 , 

5:? tl6j”HI POSITION 0 

AT 

525 

P05ITI0N 5,221? (16;” 

”1POSI 


, 6: ? 

tt6 j use 



TIOH 5,23:? B6|" 



ET 

755 

POSITION 4, 

21 :? P6 ; lAj** 

TM 

530 

POSITION 5,22;F0R R-1 TO Li? 

tt6 


UD 

760 

SOUND 0,240 

,i0,lO:SOUND 1*243,10*1 


1 1 » ¥ 
J- ■■ 

NEXT RlPOKE 53278,1 




0 



AP 

535 

POSITION 5,23lFOR R=1 TO Ll? 

06 

J "q 

MG 

765 

CC=246 




NEXT R 



TM 

770 

CC=CC + 1: IF 

CC>Z49 THEM CC=246 

UC 

540 

K=180:Y=90;POKE 623,1:RETURH 



MD 

775 

COIOR CC:PLOT 15,12 

TU 

545 

TIM=0:GOSUB 815:GOTO 730 



HD 

780 

for w-1 to 

lOlNEKT M 

HA 

550 

REM 



XU 

785 

Z-Z+16;IF Z>Z55 THEN Z^12 


SD 

IS 

MI 

UJ 

RL 

HB 

TU 


555 POKE S32S7,O:P0KE 53278*1 


EB 


560 HMP=XMPFl:ON KMP GOSUB 620*525,630 GL 


,635*640,645,650,655 


LO 


565 FOR NH=KM TO 225 STEP lOsGOSUB 570 EC 
I NEXT XM: M5L = 0 :SOUND 1 ,0,0,O ; RETURN hK 
570 A=USRCMISL*1*PMB,ADRCH1$1,HM,VM,6J 
: SOUND 1* XM78* 10* 14 : IF PEEK C53257> <> 1 
THEN RETURN 

575 SOUND 1* 0* 0* 0 : A:=USR tMiSl , 1 , PMB, ADR sm 
t Ml 5 > , 2 2 5 * V M, 6 J 

580 FOR MD-1 TO 5:FOR HM=0 TO 4;SOUND KK 
0*12*50,10:A=U5R CMOUE* 0,PMB,PMM, 180*94 
,11):0N HM GOSUB 600*605,610,615 XS 

585 FOR HD=1 TO 3;FOR HM-0 TO 4;SOUND 


PONE 711,2 

IF PEEK(53Z79J<>6 THEN 770 
POKE 710,36:POKE 708,38:STIM=0 
SOUND O,O,O,O:SOUND 1,0,0,0 
GOSUB 815:G0SUB 965lP0KF 623*1:GOT 
0 245 

815 FOR M=0 TO 19:COLOR 32:PLOT M*0:DR 
ONTO H,23;NEXT M;RETURN 

820 FOR M = 1 TO 3 ! S04IND 1 , M^lO , 10,10 : HE 

XT M:SOUND 1 * O , O * O : K:^l : RETURN 

825 ON SC GOSUB B40,B40,845,B50,855,84 

5 

830 FOR MM=1 TO 3 :FOR H=1 TO 15 I SOUND 
1,14*2,10, 10 : NEXT W;NEKT MM: RETURN __ 


790 

795 

800 

SOS 

BIO 


PAGE b - liSLie I !> 23 






:POSITION 


*':GOSlJB ?35:G0T 


140 835 POSITION 6^l7l? tt6 ; " S + ' '' : PO SI TIO N 
6,18:? rt6;")+C":RETURN 
at> 840 POSITION 12*8i? 06 ; " t + ‘ : POSI TION 

12,S;? 06;"1 + C"I RETURN 
WU 84S POSITION 11,5:? 06;"St»:POS lTIOH 
11,6:? 06; ■■) +f : RETURN 
PJ 850 POSITION 7,10:? 06;"C POSITION 

7,11:? 06;"e POSITION 6,17:? #t6;" 

S+**•! POSITION 6,18;? 06j”3 + (’' 

HH 855 POSITION 11,5:? 06 ; ■'5+' : POSIT IO» 

11,61? 06;">+t":RETURN 
NO 860 GOSU8 81S:G0SUB 965:G05UB SlOlPOSI 
TION 6,Z3!? 06 : : GO SUB ?35:G0T 

0 735 

QT 865 SC=SC*l:ON SC G05UB 875,880,885*0^ 
0,8S5,S0O,SO5:STIM=STIM+TIM: l. = L + l :TIM^ 
TIM+750:GOSUB 815:G05UB S6S 
JM 870 FOR S=150 TO 1 STEP -2:SOUNB 1,S,1 
o,io:nekt s:goto 260 

LI 875 REM 

EN 880 POKE 71O,54:P0KE 708,S6:RETURM 
RE 885 POKE 7ie,102:P0KE 7O8,1O4:HETURN 
UR 890 POKE 710,132;P0KE 70S,134 : RETURN 

ER 895 POKE 710,1G4:P0KE 708,166!RETURN 
Hrt 900 POKE 71O,220:POKE 708,232:RETURN 
RJ 905 GOTO 860 
RO 910 REM 

EO 915 RESTORE 9Z0:F0R 5=1 TO 54:READ f:S 
OUND 2,T,10,S:F0R W-t TO iOlNEHT WlNEH 
T SSRETURN 

WZ 920 DRTft 121,121,96,121,121,162,121,12 
1,96,121,121,162,121,121,108 
VU 925 OOTft 96,108,121,128,128,121*108,12 
8,162,121,121,96,121,121,162 
10 930 DATA 121,121,96,121,121,162,121,10 

8,96,108,108,96,121,121,121,121,121,12 
1,0,0,0,0,0,0 

VE 935 SOUND 1,233,14,14iSOUND 2,230,14,1 
4!SOUHD 3,231,14,10SSOUND 0,228,14,14 
AI 940 RESTORE 950:F0R 1=1 TO 32!READ C:C 
S til-CMR^CCS :NEMT l:C$tl5,15J=CHRSt22J 
:K=USR C ADRtcSj,10J 

RY 945 FOR S=0 TO 3;SOUND S,0,0,0:NEKT S 
PC 950 DATA 104,104,104,72,162,57,160,0,1 
73,0,210,101,20,141,22,208,141,10*212p 
136,208,242,202,208,237,104 
PP 955 DATA 56*233,1,208,228,96 
EA 960 MMP = RND C0>^t6 : GOSUB SSOiRETUPN 
HB 96S REH IM'iMm 

HS 970 POSITION 0,0;? ttE ; "OSUrQ 


1030 POSITION 0,12:? 06;" ;>!+( 

G ; + c" 

1035 POSITION 0,13:? 06;" C=«'e«+++++ 

+ : A+ ‘ 

1040 POSITION 0,14:7 06;" ;>t4t )■//// 

/e >+f" 

1045 POSITION 0,15;? tt6;" <-Er*e*+t 

&+ ■ 0" 

1050 POSITION 0,18:? Il6;":>! + c >+ + + + + + 
+ + + + C" 

loss POSITION 0*17:? ti8;"<=«‘e /////// 

1060 POSITION 0,18:? a6:">^+C" 

1065 POSITION 0,191? W6;"=«+++++++**4* 
4 + + + + +* '■ 

1070 POSITION 0,2 0:"^ «6 1 "■ + * 7////////^ 
///$ + + t" 

1075 POSITION 0,21:^ tl6:"»J+C 

j + ■ a“ 

1080 position 0,22:? »6;"//P 

&+ + C " 


lO 97S POSITION 0,1:? t*6; " 


HS 980 POSITION 0*2:? «6; 


KC 985 POSITION 0,3:? W6; 


BL 990 POSITION 0,4:? >16;" 

GF 995 POSITION 0>Sl? WO;" 

«++ f" 

MT lOOO POSITION 0*6l? ttS; " 

1'70" 

MS 1005 POSITION 0*7;'' W6 ; " 

+ + C" 

DT 1010 POSITION 0,8;? 116;" 
770" 

KO 1015 POSITION 0,9:? >16;" 
CO 1020 POSITION 0,i0:? 116;" 
4 - + + + + + +“ 

00 1025 POSITION 0*11:? HO;" 
7777$+*" 



;>»+++++] 
<=tt* 77770 
; > ! 

<=«* 0^+^ + 

; > ! + C ? 7 7 7 

<-»* 0 " 
j>**-t4+44 + 

<=«■ 7777/7 


1085 POSITION 0,23:? 06;" 

?770** 

1090 RETURN 

1095 GRAPHICS 2:POKE 711,42!POKE 708,3 
6:P0KE 71O,0;POKE 709*lO:POKE 752*1 
1100 POSITION 7,3:? 116 I 

1105 POSITION 9,5:? 116 ; *'B Y" ! PO SITION 4 
,6:? tt6;"ALLAN KNOPP" 

IIJO ? "PRESS TO BEGIN 

ril:**<iri TO RESTART DUPING 

GAME" 

1115 IF PEEKC532795<>6 THEN 1115 

ll?0 POSITION 2,1:^ 06;*'bacK in a mo Me 

n t" 

1125 FOR W=1 TO 150:SOUND 0,W,10*IO:NE 

KT M;S0UND 0,0*0.O 

1130 RETURN 

1135 REM 1 4;f:T:T!T^ 

1140 RESTORE 1190 

1145 ME MTOP - PEEK t 1061 : G P T OP ME MT O P - 4 
1150 POKE i06,GRT0P:GRAPMTf:S 1 + 16:CHR0 
M^PLEK >756 1*256 
1155 DIM AC81*R$111 

1160 CHRAM 6R I 0PN75t-: POKE 756,6R TOP 
1165 FOR N-fl TO J0Z3:P0KE CHRAM+H,PEEK 
(CHROM+N): NEHl N 

1170 FOR K=1 TO 3G:READ HSlR=ASCCR$J 
1175 IF R<3Z THEN R=R+64 
1180 IF R<96 THEN IF R>31 THEN R=H-32 
lias FOR 1=0 TO 7:READ ft; aCI>=A:D= r+RN 
8+25eNGRT0P:POKE B*A:HEKT IsNEKT K 
1190 DATA ^ 

1195 DATA 170*254,85,253*171,251,87,24 
7 

1200 DATA tt 
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—contact 


DR 

1205 

27 

DOTO 

175,230,05,223,101,101,127,1 

OE 

1210 

DOTA 

< 

ZH 

1215 

DOTO 

18,15,21,31,42,63,65,127 

PD 

1220 

DATO 

> 

IN 

1225 

f 

DATA 

170,254,04,252,168,252,85,25 

OU 

1230 

DATA 

- 

MH 

1235 

5 

DATA 

170,255,85,255,170*255,85,25 

E J 

1240 

DATA 

0 

ZH 

1245 

"J 

DATA 

0,254,253,253,251,251,247,24 

EK 

r 

1250 

DATA 

K 

YO 

1255 

127 

DATA 

230,230,223,223,101,101,127, 

01 

1260 

DATA 

M 

RM 

1265 

DATA 

8,B,1,1,2,3,5,7 

FO 

1270 

DATA 

ft 

UC 

1275 

DATA 

0|O,1,1,3,3,7,7 

GC 

1280 

DATA 

■ 

05 

1285 

247 

DATA 

254,254,253,253,251,251,248, 

MB 

1250 

DATA 


QJ 

1255 

DATA 

15,15,31,31,63,63,127,127 

FR 

1300 

DATA 

{ 

hfV 

1305 

120 

DATA 

237,230,210,222,100,160,104, 

ZR 

1310 

DATA 

H 

0 J 

1315 

DATA 

76,40,130,154,80,85,140,50 

00 

1320 

DATA 

Y 

GE 

1325 

DATA 

147,136,36,80,154,36,17,281 

55 

1330 

DATA 

F 

ON 

1335 

DATA 

32,32,06,06,224,224,32,32 

KM 

1340 

DATA 

Q 

TH 

1345 

DATA 

48,48,120,50,50,82,00,248 

OK 

1350 

DATA 

O 

HH 

1355 

20 

DATA 

200,240,180,224,64,102,128,1 

J1 

1360 

DATA 

/ 

WL 

1365 

7 

DATA 

0,127,127,127,127,127,127,12 

JO 

1370 

DATA 


CM 

1375 

J 

DATA 

0,254,254,254,254,254,254,25 

15 

1380 

DATA 

- 

JW 

1385 

E 

DOTO 

8,255,255,255,255,255,255,25 

HZ 

W 

1300 

DATA 


HM 

1305 

255 

DATA 

255,255,255,255,255,255,255, 

PM 

1400 

DATA 

'I 

TC 

1485 

DATA 

0,15,15,15,15,15,15,15 

NM 

1410 

DATA 


DM 

1415 

12 

DATA 

224,224,208,208,176,176,08,1 

BD 

1420 

DATA 

Z 

ZP 

1425 

255 

DATA 

255,120,180,165,165,180,120, 

OK 

1430 

DATA 

K 

KJ 

1435 

DATA 

30,152,120,00,00,120,25,100 

DO 

1446 

DATA 

K 

ZP 

1445 

DATA 

238,236,248,252,238,238,0,0 

RI 

1450 

DATA 

8 

UU 

1455 

DATA 

O,124,8,126,230,127,O,0 

MM 

1468 

DATA 

N 

PC 

1465 

DATA 

0,252,238,238,238,230,0,0 

TR 

1470 

DATA 

G 

KK 

1475 

DATA 

0,127,230,230,126,6,230,124 

OD 

1480 

DATA 

y 

LK 

1485 

DATA 

153,38,88,153,153,66,36,153 

BI 

1408 

RETURN □ 


ALPHACOM 42 PRINTER: Kor sale in perfect con’ 
dition £4fi o n o. Contact Phit Redman on Q1-29S 2381 
most evenings after 8.30 pltti. or at u^eekends. 

TUNBRIDGE WELLS AREA Am 1 the only owner in 
Tunbridge Wells? Surely not? I would like to meet other 
users in my area Also can anybody tell me how to survive 
the brick in the opening sequence of Hitch I likefs Guide 
to The Galaxy? Tony Chamberlain, 29^ Albany Hill 
Tunbridge Wells, Kent TN2 3RX. Tel Tunbridge Wells 
20694. 

COVENTRY AREA N ew owner would like to get in 
touch with others. Needs help with programming etc. Mr 
A Tokely. 33, Lord Street Chapel fields. Qjuentry, CVS 
8 DA 

CHELMSFORD/BRAINTREE USER GROUP; 1 

want to start a local user group. Anyone who might be 
interested please phone me on Chelmsford 44051 2. Ian 
[jeonard. 

PEN-PALS (WORLDWIDE^: 1 would like to corres¬ 
pond with other owners anywhere in the world. 1 have an 
Atari 800 with disk drive. Roy Lynch. 24. Oakdene Road, 
Anfield, Liverpool, Merseyside. L4 2SR 

COSMIC BALANCE: Anyone wishing to pit their best 
designs of ships against others horn around the country In 
d competition please contact me by letter or phone. Russ 
Ford, The Warren. 46, Lindleys Lane, Kirkby-in-Ashfield, 
Notts, NG17 8AD. Tel, 0602 654758 between 9 a.cn. 
and 6 p.m. any day except Wednesday 

1027 FRI NTER'Does a nyo n e kn ow how to ini u d e th e £ 
sign in letters? Someone must know! Russ Ford as above. 
fSeLreral people haue asked this. // someone wjJ^ uirfte /n 
[ufth the answer, } wiil publish it tdj 

EARTHQUAKE ... 1906: How do you get past the 
■ FIRE-ZONE? Is the manhole significant? Please help, 
Mark Jones. 18, Cadoc Road. W. Pt^ntT^ewydd, Cwmbran. 
Gwent, NF44 IHA 

CURSE OF CROWLEY MANOR: How do you get 

past the numerical lock? Have I goi far to go? Mark Jones 
as above. 

ANALOG/FAGE 6; Anybody got ANALOCi 1 - b, 1(J, 
16 and 23? Also PAGE 6 issue T? Needed to complete 
my collections. Good prices paid or i have ANALOG 9 
and 11 to swap plus 3 ANTlCs and 12 COMPUTEIs. 
Mark Jones [again!). Address as above. 

The CONTACT column may be used for any |>iiir- 
pt>se other than the exchange or sale of software. If 
you have a problem send it In to CONTACT, If you 
can help someone else, get in touch with them. 


SUBSCRIBE! 

F-LAX DO m 


PAGCb - kKue 15 25 



utility 



There ore versions o/this program, one for the 400/ 
800 and one for the XL models. The on/j/ difference is in 
the program to make the Cassette Booster, Once boosted a 
program can be haded on onj^ machine so you u?iii haue 
no problem i/you upgrade to on XL 

Fed up with waiting fifteen minutes for that program to 
load? Running short on cassette storage space? Look no 
further for Cassette Booster will not only save you valuable 
time but money as welL 

WHAT IT DOES 

The program will enable your own programs to be saved, 
out to tape 50% faster than normal and programs thus 
saved are automatically loaded back in50% faster. There is 
no special loader program or reprogramming required 
once Cassette Booster has been booted. 

HOW DOES IT DO IT? 

The cassette handling routine in ROM saves data out to 
tape at 600 baud {bits per second) but to take account of 
motor variations and tape stretch etc it can load data at 
different speeds, usually between 300 and 900 baud. 

The Cassette Booster inserts a new cassette handler into 
memory which writes data out at about 900 baud, This rate 
was chosen for two reasons, Firstly, rates in excess of 900 
baud became unreliable with frequent loading errors and 
secondly, I wanted to avoid the need for a seperate loader 
program having to be loaded prior to each program. 

On loading, the computer calculates the baud rate from 
speed data automatically saved out with the program and 
adjusts itself accordingly to the faster rate. 

HOW TO GET BOOSTED 

The programs are in Basic and will run with any size 
memory. The BASIC program will create a machine code 
'boof tape. Type in the version specific to your machine 
and, having checked your typing with TYPO 11 CSAVE a 
copy before running it. Now RUN the program. There will 
be an introductory message and a short wait before your 
computer 'beeps^ twice. Place a blank cassette in the 
recorder then press Record and Play on the recorder and 
any key on the computer. The machine code data will be 
saved to tape. 

When the recorder stops and the READY prompt 
appears on the screen make sure that you have CSAVEd 
the Basic program (just in case) and then rewind the 
machine code program you have just created. You are now 
ready to boot in the Cassette Booster. 


If you wish to use the Booster to save your programs in 
future the following procedure should be followed each 
time you switch on your computer. Make sure that the 
Cassette Booster machine code program is in the recorder 
(NOT the Basic version). Switch on the computer with the 
START key held down. You will hear a single 'beep’. Press 
the Play key on the recorder and then any key on the 
computer. The Cassette Booster will automatically load into 
memory and protect itself from being erased by SYSTEM 
RESET etc. (only switching off the power will remove it) and 
will then hand over control to your BASIC or ASSEMBLER 
program . 

You can now program away to your hearts content and 
when you CSAVE or SAVE or LIST to the cassette, your 
program will be automatically saved out faster and will 
henceforth load in faster every time. It’s as easy as that! 

CAUTIONS AND ADVICE 

The BASIC program POKEs the code for the boot maker 
into page 6 of memory and the code forthe cassette handler 
into page 20. The USR call passes control to the boot maker 
which then takes the data for the handler from page 20 and 
saves it out to tape in boot format. 

As page 20 is used for the data, this BASIC program will 
not work with DOS installed. If you want to save it to disk 
save it before running it or the data will be corrupted. 

The machine code Booster program cannot, unfor¬ 
tunately, be used with DOS installed either as both use the 
same memory area. 

If you use English Software’s ACE you can still enjoy the 
benefits of the Cassette Booster by developing your program 
with ACE installed as usual, saving the named program to 
tape, booting in the Cassette Booster, loading your program 
back in and then saving it out again at the faster speed. 
Interestingly, 100% machine code programs can also be 
‘boosted’. If you use one of the published back-up programs 
just install Cassette Booster first then load and run the 
back-up program. This results in the backup being saved 
faster, and as some of these programs normally fake 10 to 
15 minutes to load, the reduction to 5 to 10 minutes is a 
welcome benefit 

I hope that you find the program useful. All who have 
used it are now busily going through their program library 
and re-saving ‘boosted' versions thus freeing more tape for 
additional programs. Now you have no excuse for not 
typing in all those long listings! 


by Phil Davies 
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El 1 flEH 

HG 2 REM M THE BOOSTER - 406/000 OERS. * 
VZ 3 REM * by PHIL DAVIES * 

EB 4 REH *----- W 

lY 5 REH « PAGE G MAGAZINE - ENGLAND « 
EN 6 REM MWXHNWKKNHWKWKKHNNWKWKKHiCKKWMifM 
NH 7 REH 

BP 10 ? ** CASSETTE BOOSTER MAKER 400/00 

0 »i 

AE 11 ? " BY PHIL DAUIC5" 

FU 12 ? : ? : ? 

NA 13 ? *' 3 fOW seconds 


El 1 REM MMMW i U t WWiymtKMMMMRWW W HH WW WWWITHKK 
OK 2 REM » THE BOOSTER - KL VERSION w 


VZ 3 REM « bv PHIL DAVIES N 

ED 4 REM * --—-- ^ 


ZY 5 REM * PAGE 6 MAGAZINE - ENGLAND * 
EN 6 REM WNItlOtNNWM M MM liWN WK It WWMWMWNKItMMMM 
NM 7 REM 

DL 10 ? " CASSETTE BOOSTER MAKER GBO/BO 
0KL” 

AE 11 ? " BY PHIL DAVIES" 

FU 12 ? J? J? 

KD 13 Y ■■ please wait a few seconds 

■ I 


FV 14 ? j? 

KD 100 FOR A-1530 TO 1G13:READ 0:P0KE A,B 
:HEKT A 

BA 101 DATA 104.1G2,16^IG?,3,lS7,6b^3f169 
,0,157.74.3.169,128,157,75.3.169,75,15 
7,6S|3|169,6 

ED 102 DATA 157,69,3,32,80,228,40,41,169, 
11,157 I 66,3.169,0,157,68,3,169,32,157, 
69,3,169,O 

OU 103 DATA 157.72.3,169,2,157,73,3,32,86 
,228,48,11,169,12,157,66.3,32,86,220,4 
8,1,96,0 

IE 104 DATA 67,58,155 

FE no FOR A=8192 TO 8443: READ B:POKE A.B 
:HEHT A 

FO 111 DATA 6,4,0,7,37,7,169,60.141,2,211 
,169,161,141,231,2,133,14,169,8,141,23 
2,2,133,15 

ZS 112 DATA 173,254,191,133,10,173,255,19 
1,133,11,24,96,160,0,185,26,3,261,0,24 
. 0,9,280,200,200,192 

UO 113 DATA 34,208,242,56,96,169,67,153,2 
6,3,260,169,73,153,26,3,200,169,7,153, 
26,3,96,99,7 

LD 114 DATA 218,7,213,239,194,7,39,240,74 
,239,76,89,7,0,169,67,141,238,2,169.4, 

141,239,2,96 

VZ 115 DATA 165,43,133,62,165,42,41,12,20 
1,4,240,5.201,8,240,14,96,76,93,239,16 
0,80.198,17,169 

EA 116 DATA 0,141,137.2.96,169,128,141,13 
7j 2,169,2,32,88,240,48,2 38,169,67,141, 

4.210.169.4.141 

KA 117 DATA 6,210,169,96,141.6,3,32,104.2 
28,169,52,141,2,211,169.3,162,3,160,19 

2,32,92,228,169 

VO 118 DATA 255,141,42,2,165,17,240,193,1 
73,42,2,208,247,169,0.133,61,160,1,96. 
166,61,157,6,4 

FR 119 DATA 230,61,160,1,224,127,246,1.96 
,169.252,32,8,8,169,0,133.61,96.173,13 
7,2,48,8,160 

SV 120 DATA 1,169,60,141,2,211,96.166,61, 
240,10,142,127,4,169,250,32.8.8.48,236 
.162,127.169,O 
EP 121 DATA 157,0 

HZ 122 FDR A=8i444 TO 8606: READ BJPOKE A, 8 
:NEKT A 

VJ 123 DATA 4.202,16,250,169,254,32,8,8,7 

6.226.7.141.255.3.169.85.141.253.3.141 
,254,3,169.87 

FB 124 DATA 32,25,8,96.141,2,3,169,0.141, 
9,3,169,131,141,8,3,169,3,141,5,3.169, 

253.141 

NS 125 DATA 4,3,169.96,141,8,3.169,0.141. 

I, 3,169.35,141.6,3.173,2,3,160,64,201, 
82,240 

TK 126 DATA 2,160,128,140.3.3.165,62.141. 

II. 3,32,66,8,96,186,142,24,3.169.1.133 

, 66,173,0 ^ 


FY 14 ? :? :? 

HH lOe FOR A-1536 TO 1612:READ D:POKE A.B 
:HEKT A 

VF lOl DATA 104,162,16,169.3.157.66,3,169 
,8.157,74,3,169.128.157.75,3,169,74,15 

7.68.3.169.6 

CU 102 DATA 157,69,3.32.86,226,48,40,169, 
11.157,66,3,169,0,157,68.3.169.32,157, 
69,3,169,0 

BC 103 DATA 157,72,3,169,2,157.73.3,32.86 
,228,48,10,169,12,157,66,3,32,86,228,4 
8, e,96,67 

MH 104 DATA 58,155 

FE no FOR A=0192 TO 84431READ 8: POKE A.B 
:NEKT A 

LA ILl DATA 0,4,0,7,37,7,169.60.141,2,211 
,169,227,1*1,231.2.133,14,169,8,141.23 
2.2.133,15 

ZS 112 DATA 173,254,191.133,10,173,255.19 
1,133,11,24,96,160.0.185,26,3,201.0,24 
0,9,208.208,200,192 

UO 113 DATA 34,208,242,56,96.169,67,153.2 
6.3,200,169,73,153.26.3.ZOO,169,7,153. 

26.3.96.99.7 

AG 114 DATA 223,7,121,253.199.7.203,253.2 
28.252.76.89.7.0,169.67.141,238,2,169, 

4.141.239.2.96 

DN 115 DATA 165,43,133,62,165,42,41.12.20 
1.4.240.5.201.8.240,14.96.76.247,252,1 

60.80.198.17.169 

OK 116 DATA 0,141,137,2,96.169,128,141.13 

7.2.169.2.32.252.253.48.238.169.67.141 
,4.210.169,4,141 

DR 117 DATA 6,210,169.96.141,0,3,32.104,2 
28,169,52,141,2,211,166.98.188.143.254 
,169,141,254,170,169 

HK 118 DATA 3,32,92,228,169,255.141,42.2, 
165,17,240,166,173,42,2.208,247,169,0, 

133.61.160.1.96 

VT 119 DATA 166,61,157,0,4,230,61.160.1.2 
24.127.240.1.96.169,252.32.13.8.169.0. 

133.61.96.173 

NK 120 DATA 137,2,48.8.160,1,169,60.141,2 
,211,96,166.61.240.10.142,127.4.169,25 
0,32,13.8,48 
OD 121 DATA 236.162 

KG 122 FOR A-8444 TO 8674:READ B:POKE A,8 
:NEKT A 

HP 123 DATA 127,169.0,157,0,4,202,16.250. 

169.254.32.13.8.76.231.7.141.255.3.169 
,85,141,253,3 

GM 124 DATA 141.254.3.169,87,32,30,8.96,1 
41.2.3,169,0,141.9.3.169.131.141.8.3.1 

69.3.141 

WO 125 DATA 5,3,169.253.141.4.3.169.96.14 
1*0.3,169.0.141.1.3,169,35,141.6.3,173 
,2.3 

HU 126 DATA 160.64.201.82,240,2,160,128*1 
40.3,3,165,62,141.11,3,32,91,8,96,169, 

1.133.66.173 —^ 
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HMi^dware 



Double Density on the Atari 1050 

Are you considering purchasing a disk drive for your 
Atari? Do you want more disk capacity than is available on 
the normal single density format? Are the double density 
drives from Trak or Astra unavailable or the Indus drive too 


Reviewed by R A Matulko 


expensive? 


Like many others I have come to realise the inadequacy 
of the storage capacity and speed of the single density drive 
especially when using a compiler disk and when compared 
with the Apple or BBC drives for example. However I am 
accustomed to using DOS 2 on my 810 drive and did not 
particularly want to change to a completely different system 
or format 1 was thus very attracted to OSS's DOS XL which 
claimed compatability and could also be used in double 
density format if I were ever To purchase a double density 
drive. 

When Atari reduced the price of the 1050 drive by £ 100 
to £199 this became a much more attractive product as it 
offered DOSS with dual density^, but does anyone tike DOS 
3? I certainly did not and was content to use the dual 
(medium) density form at offered by the 1050 with DOS2 as 
amended with the er'ihancements published in Antic 
Magazine, August 1984. This gave me 963 single density 
sectors (120 K data) instead of the original 7 20 (90 K data), a 
non-standard approach but it represented about 33X 
improvement 

Finally I have just received the LfS Doubler (US meaning 
UltraSpeed) from ICD Inc This is a package containing two 
custom integrated circuit chips and a new advanced DOS 
called SpartaDOS. The new chips are straight replacements 
for two originals on the 1050 PC board and very full 
instructions for their removal and installation are given. 
Believe me, it is really very easy. No sol dering was required. I 
had merely to pull out the originals and push in the 
replacements. Now my 1050 drive is a true double density 
(180K data) drive whilst still offering the original single and 
dual density formats and full compatability with other 
DOS's is maintained. 

The US Doubler package costs $79.95 direct from ICD 
Inc., and may now be available from their UK distributers 
Zoomsoft, 

So for the cost of the 1050 (about £200) plus the US 
Doub]er(3bout£70) we can at last have an economical true 
double density drive. You should be aware, however, that 
opening up your disk drive will almost certainly make your 
warranty null and void. 

SpartaDOS is a completely new DOS for the Atari that 
ICD claim to have modelled on the IBM PC*DOS. It 
supports single, dual and double densities, single and 
double sided and 8” disk drives and even claims to be 


ready to support a hard disk drive when it becomes 
available. It also contains a special stripped down DOS 
using very little memory for loading game disks. 

Most of the SpartaDOS functions are resident in RAM 
and therefore no data is lost when switching to and from 
DOS. However it does take up about 1 5K more of your 
scarce RAM and you might want to consider using DOS XL 
instead especially if your main programming language is 
BASIC XL The big advantage claimed for SpartaDOS 
when used with the US Doubler is that it writes and reads 
three times faster than DOS 2 or DOS XL 

Asa test 1 loaded and saved ‘House of Secrets" (one of the 
longest programmes ever published in Page 6) under DOS 


2, DOS XL and SpartaDOS five times and 

averaged the 

results: 



Read 

Write 

DOS 2 (with verify) 

20 secs. 

55 secs. 

DOS 2 (without verify) 

20 secs 

20 secs. 

DOS XL (single density) 

20 secs. 

21 secs. 

DOS XL (double density) 

16 secs 

18 secs. 

SpartaDOS 

7 secs. 

10 secs. 


Whilst this might not be an ideal test it dearly shows that 
SpartaDOS does indeed perform I/O operations at a much 
faster rate, it reads about three times faster than the single 
density DOS's and writes between about two and five times 
as fast. Think how much time you can save using this DOS 
and in double density too. You could save wear and tear 
on your disk drive and halve your disk costs! 

A full review of SpartaDOS will follow when I have been 
able to understand and appreciate its advanced facilities. 

I am very pleased with the US Doubler package and can 
unreservedly recommend it to you, 

Addresses:- 

ICD Inc,, Zoomsoft 

828 Green Meadow Avenue. 46, Huntsworth Mews, 
Rockford, London NWl 6DB 

Illinois 61107, 

USA • 


28 PAG EL 6 - tssui? IS 



Books 



THE BOOSTER 400/800 version continued 


EXPLORING ADVENTURES 

on the Atari 48 k 

Published by 
Duckworth. ' 


VH 2ee ri=iJSR C1576} 

RO 205 t '*<1*' 

GR 210 ? " BOOT TAPE MOM MRITTEN*' 

ST 220 ? !? 

LN 222 ? "TO USE:-*' 

HP 224 ? "BOOT IN BEFORE STARTING PROGRAH 
MING" 

JM 226 ? "CSAUC/LIST/PRINT/'PUT TO TAPE AS 
USUAL" 

TS 220 ? "PROGRAMME HILL BE OUTPUT FASTER 


An ejtcellent book aimed at those interGSted in Adven¬ 
tures or who might like to try writing one. The book is part 
of a series of Exploring Adventures on but apart from 
one or two unimportant details, has been well adapted for 
the Atari 

Beginning with a chapter on how Adventures came 
into being and where they may go in the future it goes on 
to give hints on how to solve commercial Adventure 
games before detailing how to write your own adventures 
in Basic. Showing you how to create your own adventures 
is the major aim of the book and it does this well by giving 
not only a step by step guide to programming but also 
suggestions for adventure themes and an insight into the 
thinking that goe&on behind the programming. By using 
a full-blown listing of Underground Adventure, each 
section takes you through one part of the program 
including all of the major verb handling routines. All of the 
BASIC commands that you are likely to need for a text 
adventure are included and, unlike many other books, 
those commands which are specific to Atari Basic are 
included As far as I could tell there were no obvious 
errors to set you off on a wild goose chase trying to use 
commands that the Atari does not understand. Under¬ 
ground Adventure is completed in full tutorial style but 
there are two other listings to type in which will give you 
further insight and ideas for creating your own 
programs. 

One of the most interesting and unusual chapters is a 
series of suggested scenarios for your own adventures. 
O nee yo u c an progra m, the ha rd e st thing about w ri t i ng an 
Adventure is thinking of a idea that is logical and 
coherent Each scenario takes a basic theme and discusses 
possible hazards, additional adventures within the theme 
and development of the story before suggesting a com 
elusion The themes range from the Streets of London to 
Outer Space and the Wild West. 

You might think that writing your own adventure is a 
daunting task but with each stage of the proceedure 
explained and with ideas provided, it really is not as 
difficult as you might imagine to create your own'master¬ 
piece. 

In conclusion an excellent book for anyone interested 
in writing an adventure and good value at £6.95 for over 
240 pages. ^ 
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THAN NORMAL THUS 5AOING TIME AN 


RT 216 ? 

6 TAPE 
TB 232 ? 
RK 234 ? 

aea/ML 


THE BOOSTER XL version continued 


* 173 , 71 , 2 , 240 , 26 , 162,0 
1^,13S,72,32,5,216,104 


GH ZIO 7 " BOOT TAPE NOH WRITTEN" 

5T 226 ? :? 

LN 222 7 "TO USE:-" 

HP 224 ? "BOOT IN BEFORE STARTING PROGRAM 
MING" 

JM 226 ? "CSAVErHST/PRINT/PUT TO TAPE AS 
USUAL" 

TS 228 ? "PROGRAMME WILL BE OUTPUT FASTER 


RT 230 7 "THAN NORMAL THUS SAVING TIME AN 
O TAPE" 

TB 232 ? :? 

RH 234 ? "HILL LOAD IN FASTER ON ANV 40B7 
©eO/KL" □ 





MMMne code 


by Anthony Roberts 


When I first started using machine code one of the first 
problems I encountered was what program to write, To 
solve this problem I looked through some back issues of 
computer magazines to see what other people had written. 
One feature that seemed to crop up fairly often was the use 
of lOCB's and in particular the section of CIO's As a result 1 
learned all that I could and finally became proficient in their 
use. 

The name lOCB stands for Input Output Control Block 
and CIO stands for Central Input Output utility. As the 
names suggest they also allow the user to control the input 
from and output to various devices, The devices that are 
normally controlled using CIO’s are cassette recorders, disk 
drives, printers^ the screen and a few others By changing a 
few parameters it is possible to send any amount of any sort 
of data to a device. 

So what? Well if you have ever tried to do graphics in 
machine code or access data files on a disk or cassette or 
dump a screen to the printer then you will appreciate just 
how difficult it can be. 

Those of you who are familiar with the BASIC command 
OPEN will have a head start because. CIO's are exactly 
the same thing, If you have never come across the OPEN 
command then look it up in a users manual 

There are certain differences in the way CIO’s are used 
from machine code and the way they are used in BASIC but 
these will become apparent as you use them. The main 
thing to remember is that there i$ no automatic error 
checking in machine code so if you make an error and don’t 
check for it all sorts of problems will arise. The most 
common mistake is to try and access devices that are not 
open or to try and open devices that are already open 


DEVICE NAMES: 

These are the names used when you open a device, 

D Screen editor (see Basic Manual) 

S: Screen graphics for graphics 

modes 

P Printer (output only) 

Keyboard (input only) 

C Cassette recorder 

ly.** Disk directory 

D filename, ext Disk files 

30 15 


OPENING AN lOCB 

Before you can open an lOCB it must first be closed This 
is to prevent errors occuring when you attempt to open an 
already open lOCB. 

To close an lOCB, you must first choose which one you 
are going to work with. There are five possible choices here 
and they correspond to the numbers 1,2,3,4 and 5 in 
BASIC In machine code, you choose the number by 
loading it info the 'X' register. The number you load is 
10 for fOCB 1, for lOCB2 etc When you have 

decided use Listing 1 to close that lOCB 

Line 10 tells the computer which lOCB to close. Line 20 
bads the accumulator with the number ^$0C This is the 
number which tells the routine you want to close the lOCB. 
Line 30 stores the number #$0C in location $342 offset by 


oumo 

J_DX#S10 

, k:x:R # 1 

00030 

1-DA#$0C 

, COMMAND FOR CLOSE 

00030 

STA J342.X 

i COMMAND LOCATiON 

00040 

JSR JE456 

; CALL OS ROUTINE 

{M)(J50 

LOA #$03 

; QJMMAND FOR OPEN 

00060 

LDX #$10 

, icx:b#i 

00070 

STAi342,X 


00080 

LDA # LAB 

^ LOW BYTE OF DEVICE NAME 

00090 

STA$:W4,X 

. BUFFER ADDRESS (LOW) 

OOlOO 

LDA/LAE 

; H[GH BYTE OF DEVICE NAME 

(X}! It) 

SI A S345,X 

, BUFFER ADDRESS {HIGH] 

OOli^O 

LDA #$08 

. OPEN FOR OUTPUT 

003 30 

STA $34 AX 


00140 

1J)A #$00 

; JUSTTOBESAFE BUT NOT NEEDED 

00150 

STA $34ax 


00150 

JSR$E456 


{X>170 

LDA #$08 

, GOtNGTO SENDSTOING 

00180 

LDX #$10 

; KXB # 1 

00190 

STA $342, X 


00200. 

LnA#MES 

; LOW BYTE OF MESSAGE ADDRESS 

(H}210 

STA #:m,x 


tM)Z20 

LDA/MES 

; HIGH BYTE OF MESSAGE ADDRESS 

00230 

STA $345, X 


00240 

LDA#$E^ 

: MUST BE MORE TUAN MESSAGE LENGTH 

00250 

STA $348.x 

, BUFFER LENGTH HELP HERE {LOW) 

00360 

LDA #$0O 

, JUST TO BE SAFE 

00270 

STA #349,X 

i BUFFER LENGTH HELD HERE [HIGIfl 

00280 

JSR $ E456 

0D290 

LDA #S0C 

.CLOSE ]OCB#l 

00300 

LDX #$10 


00310 

STA $342,X 


00320 

JSR$E4S6 


00330 

BRK 

, END OF PROGRAM 

00340 LAB 

.AS‘'t:’' 

, DEVICE name 

00350 MES 

AS “ATARI 
COMPUTERS 
ARE GREAT' 


00360 

HS9B 

, END OF UNE CHARACTER 


Listing 1 




K Because X has the value of $10 in it the number will be 
stored in $352. The reason we have to use the 'X’ register is 
because the computer uses the value in the "X’ register to 
decide which one to close. Line 40 calls the operating 
system routine that actually performs the close operation. 

Now that the lOCB is closed you want to open it for a 
device. When you do this you need to declare the device 
name, which is best done by storing it in an ASCII string. The 
conventions I will use ate those used by the SYN^ 
ASSEMBLER but there are conversions at the end of this 
article for the ATARI ASSEMBLER-EDITOR. Listing 2 will 
open an lOCB 

The program opens lOCB 1 for the screen editor (E:). 
Lines 50, 60 and 70 tell the computer you want to open up 
lOCB 1. Line 80 is loading the accumulator with the low 
byte value address of the label *LAB'. For example:, if the 
address of the label *LAB’ was $1234 then the low byte 
value of the address would be -^*$34. Line 90 stores this 
value in a location where the computer can find it for later 
use. Lines 100 and 110 do the same thing as the two 
previous lines except they are loading and storing the high 
byte value of the address (e.g, ^$12), The reason for these 
four lines is so that when the computer comes to perform 
the open it can look in locations $348 and $349 to find the 
address where the name of the device is located (E is the 
name of the device). Lines 120 and 130 put a ^$08 into 
^34 AX The contents of location ^SArA^X tell the computer 
which direction the data will be travelling (i.e. to or from the 


UKZATION 

USED FOR 

POSABLE 

VAl.UES 

RESULT 

SE4SS 

Oalh Ihe roLil:nci to Oti 

]tx:E 


EKecution of fOCB 

S342 

Sets the way (he lOCB will 
be ust^d 

3 

Opera the K’)CB 



12 

Close- the fOCB 



7 

Get biPaiy record 



] 1 

Put btriAty reetird 



A 

Input slringi 



& 

Oulpul filrliig 

3S44 

Low byt^e value of bullet 
address 

0 - 2S5 

Tefls (he computer the low 
hyte address of where to get 
or put data 

S;i4S 

High bylfl- value of buflet 
address 

0 ‘ 2&S 

Samna as atnjve only High 
byti^ 

3.:WH 

Low byte valmt of buflet 
le-natb 

0 ^ 255 

SeL"! the amouill of dala (o 
be moviedl (low bytel 

$149 

lligK hySe value yf buffer 
kviylb 

0 ^ 255 

Same as above ctily high 
bv.'fe 

$34 A 

Sets the ditecEiofi ol data 
transfer 

4 

& 

]2 

Read data 

U'nte data 

R*'ad and Wiile data 



6 

Open for ditectofy 

S24PI 

Used masnly lor graphics 

[) ■ 2SS 

See yraphKt table 


device). In this case the 8 means we will be sending data. 
Lines 140 and 150 are just to be tidy because the 0 in the 
location has no effect on this particular! OCR Line 160 calls 
the routine to do the open. 

USING THE lOCB 

Now that the tOCB is open you want to do something 
with it In this case because we put a ^$08 into $34 AX we 
want to send data To send data to the device we use the 
routine in Listing 1. 

The routine will print the message on the screen. Lines 
170 to 190 are putting a #$08 into command location 
($342). The #$08 tells the computer to expect an undeter¬ 
mined amount of data This is like printing a string in BASfQ 
because you don’t need to know how long the string is to 
print it The computer will stop printing data when it reaches 
a #$9 B. Lines 200 to 230 are Instructing the computer how 
much data to send. Because we have used a #$08 in 
$342^X the number in these two locations only has to be 
more than we want to send If you are sending a known 
amount of data then these two locations should contain this 
number $344>X is the low byte and $345 is the high byte. 
Line 280 executes the operation, 

If you are not familiar with the tow byte, high byte notation 
it simply means the^storing of numbers greater than 255 in 
two consecutive locations. Because the maximum value in 
one location is 255 we have to store numbers greater than 
this in a special way. The high byte location contains the 
number of 256^5 in the number and the low byte location 
contains the number of Ts in the number. If you wanted to 
store the number 1027 you would place a4 in the high byte 
(4*256=1024) and a 3 in the low byte (3* 1 =3). The result 
is 1024+3= 1027. The same principle is used when storing 
an address. 

When you have finished writing the program you must 
close the lOCB by using the first part again. 

Now the best thing to do is to practice sending or 
receiving data from other devices such as the printer. You 
can have more than one device open at a time so that you 
can read data from a disk using one lOCBand print it to the 
screen using another. Have fun! 


continued overleaf 


Some conversions 

SYN-ASSEMBLER ATARI ASSEMBLER- 

EDITOR 

#LAB LAB&255 

/LAB LAB/256 

.AS "ATARI etc." .BYTE "ATARI etc,” 

.HS9B .BYTE#$9B 

With the Atari Editor you will need a *=$4000 at the start 
of the program. 
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I.O.C.BS contm ued 
GRAPHICS TABLE 


The following program will open the screen for graphics 
mode 2 and print a message. 


00010 

00020 

00030 

00040 

00030 

00060 

00070 

00080 

00090 

00100 

00110 

00120 

00130 

00140 

00150 

00160 

00170 

on ISO 

00190 
00200 
00210 
00220 
00230 
00240 
00250 
00260 ‘ 
00270 
00280 
tM)290 
00300 
00310 

00320 SNAME 
00330 WORD 


^GRAPHICS MODE 2 PROGRAM 


LDK^^SIO i 
LDA #$0C 
STA.S342,X 
JSR IE456 
LDA ^$03 ; 

LDX^SIU 
STA $342. X 

lda^sname 

STA $34 4,X 
LDA/SNAME ; 
STAS 345.x 
LDA ^$18 ; 

STA $34 AX 
LDA ^$02 L 
STA $34RX 
JSR$E456 
LDA-»$11 ■ 

LDX^SIO 


CLOSE JOCB^l 

OPEN IOCB#l 

: DEVICE NAME (LOW) 

, DEVICE NAME (HIGH} 
SPLD SCREEN + OUTPUT 
GRAPHICS MODE 

PUT BINARY RECORD 


STA $342, X 

LDA#S06 ; amount OF DATA TO SEND {LOW} 
STA $34 8, X 

LDA ^$D0 ; AMOUNT OF DATA TO SEND (HIGH! 

STA $34 9, X 

LDA # WO RD :\ -O W BYTE A DDRESS OF MESSAGE 


STA #344,X 


LDA/WORD ;HEGH BYTE ADDRESS OF MESSAGE 
STA ^345,X 
JSR $ E456 

BRK ■ end of PROGRAM 

.AS‘'SY ; DEVICE NAME 

.AS “MODE 2"* 


When the graphics screen is opened the mode number 
goes into location $^i4B,X. Location $34AX contains 
details of the type of screen you want Le. split screen 
configuration. The diagram below shows how to obtain the 
different types of screen. 


128 

64 

32 

16 

8 

4 

2 

1 



c 

_ 1 

s 

w 

R 


1 


Ifbif C isselfi e equal to 1) then when the screen is opened 
the current display wilt not be cleared. 

If bit 'S’ is set then the screen will be set up for a split screen 
arrangement. This is the same as if you opened a screen in 
BASIC without putting the ^+16^ on the end. 

If bit' W is set then this instructs the screen to expect data to 
be sent to it This is set when you want to do T^LOTs’ and 
*DRAWTOs\ 


If biCR’ is set then the screen will be set up so that you can 
get data from the screen, This is used when you wish to do a 
'LOCATE' statement • 


D.RM. SOFTWARE 

presents 

PHRAZAC WAR : 16k. 100% machine code all 
action arcade game. Wave after wave of Phrazacians 
are waiting at the edge of the galaxy to fight your ATI 
fighter. Sharp, colourful graphics make this one of 
the best space games available for the Atari 

VARS REVENGE : 32lc Adventure game. An 

adventure unlike any other. Go through an enchanted 
forest, fight dragons, enter the Gyropod and use your 
knowledge of computer hacking to break into the 
Zech computer systems. 


PROGRAMMERS: We are always un the lookout for 
new programs. Contact us at the address below 


PHRAZAC WAR 16k cassette £7.95 
VARS REVENGE 32k cassette £7.95 

Both games are compatible with XL*s 


Make chettues, P.O/s payable to 
D.B. Massey 
U Cherry Holt Avenue 
Heaton Mersey, Stockport SK4 3PT 


Tffe WAnderer 

continued 

HE 219© ? "are available;" 

NX ZZ9& ? ;? "i. n-North > These keys ch 

ange the" 

VI 2Z1B T *'z, Q-East > direction you fa 
ce* but" 

MX zzze 7 "3. a^south > not the directio 
n the** 

RS 2230 7 *'4. [I^Hest > joystick noves y 
ou . " 

LO Z240 ? :? "Press to continue" 

HI 22S0 IF PEEK tSJ2753 06 THEN 2250 

nr 2260 7 "H":? ES;? 

vv 2270 7 “5* [Q-Ouit-with option for new 
9ane." 

OB 2200 ? !7 "6. C-Maie-dSsp1 ays naze fro 

M above"!? “-this can only be done twi 
ce in each" 

HJ 2290 7 "Haze, and adds 5 steps to your 
sc or^!“ 

CO 2TDB 7 :? "7, EI]-tleIp-gets your positio 

n relative to the exit. Can only be us 
ed 3 tines" 

LR 23X0 7 "in each naze*" 

RT 2320 ? :7 “o. p-Instruction& tas here? 

11 

OK 2330 7 :? *'^The aiH of course is to esc 

ape in as" 

hJ 2340 ? “tew noves as possible." 

AD 2350 7 :? "Good luck!" 

LH 2360 7 :7 “Press -to continue" 

rtC 2370 IF PEEKt53Z79JC>6 THEN 2370 

BE 2300 RETURN 

. sft 
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Write to Mark Hutchinson 
at 

P.O.BOX 123, BELFAST, 
BTIO ODB 


A-Z OF BASIC PART 2 


FOR(EJ 

This is used with NEXTand^ sometimes, with STEP to form 
loops. 

Example: 10 FOR A-1 TO 10: ? A NEXT A 

A will start off as 1, the current value of A will be printed^ 
and A will then be Incremented by 1 to equal 2. This will 
repeat until A= 10 when the progran> will print this value and 
finish. STEP changes the size of the increment and, if it is a 
negative number, will also decremerit the value 

Examples. 10 FOR S^O T0255 STEPS: S0.0,ai0,10: 

NEXTS 

10 FOR S-=255 TOO STEP-5: 50.0,5,10,10: 

NEXTS 

If no other commands are Included in the FOR/NEXT 
loop, then the computer will run the loop while doing 
nothing. This is usually termed a ‘wait’ or^timing’ statement. 
You can have a loop inside a loop {termed "nesting). 

Examples 10 FORS=250TO0 STEP-10: 50.0,^10,10: 

FOR WAIT = 1 TO 50: NEXT WAIT; NEXT S 

It is not recommended to use too many nested loops. 
Sometimes an error 13 will occur (no matching FOR 
statement}. This can be caused by using the same variable 
too many times. Just change the variable {say, S to SND) to 
clear this. Of course, you will need to check that your loops 
do coincide, that the first FOR corresponds with the last 
NEXT, [n the last example if you change NEXT WAIT: NEXT 
S to NEXT S: NEXT WAIT it will not run properly. 

This can be a very powerful statement in graphics. Instead 
of a series of PLOT/DR A WTO, it is possible to use a FOR/ 
NEXT loop, incrementing X or Y, and one PLOT/DRAWTO 
saving lots of memory. 

Example: 10 GR.8: Cl: FOR X=0 TO 155 STEPS: 

PL X.0: DR. X319: NEXTX 

FRE 

This will test for, and return, the amount of free user RAM 
in bytes. It takes the form of ? FRE(O), where 0 is a dummy 
variable. It can also be used in the deferred mode. 

Exampfe: 10 IF FRE(0)<X THEN ? FRE(0)r‘ BYTES 

LEFT’ 

GET(GE.) 

This is usually used in graphics with the POSITION 
statement and will return the data under the cursor and place 
it in a variable. This will be a character or colour, depending 
on the graphics mode, NOTE: If you wish to PRINT after GET 
it is necessary to PUT the data back as quite often the pixel 
value has been corrupted. By OPENing a channel, it is 
possible to read a byte from a file designated by the channel 
and store it in the variable. This is normally done when 
retrieving screen displays or other large chunks of data. 

Exompfe.' 10 GET ^1„X 


GOSUBfGOS.l 

This statement will send the program to a sub-routine. This 
is a self contained routine outside the main program. The 
sub-routine must finish with RETURN to go back to the main 
sequence. Care must be taken when using nested GOSUBs 
or a GOTO in the routine, GOSUB uses the system stack to 
remember where to return to, POP will clear the stack if the 
sub-routine has not been allowed to finish normally, but this 
is a sign of bad programming and, after debugging, is not 
recommended. Calling an often used routine through 
GOSUB will save memory, but you must use it often to be of 
value, 

Ejcampfe. 10 GOSUB 100: GOSUB SOUNDl 

GOTO (G,) 

Similar to GOSUB but does not need a RETURN. Again^ 
be careful of creating endless loops with too many GOTOs. 

Example: 10 GOTO 100: GOTO SOUNDl 

GRAPHICS (GH.) 

Used to select one of the 16 graphic modes. Apart from 
GR-O^ these modes will have a text window at the bottom 
unless 16 has been added to the GR. number. By adding 32 
to the GR. mode, you can set up the text window without 
clearing the screen or switching off the sound. 

J^nmp/es’ GRARilCS 0 
GRl + 16 
GR17 
GR39 
GR.ZERO 



IF 

A conditlonai statement used with THEN. When the IF 
part is true, the THEN part is executed. If it is not true, the 
THEN part is ignored. If any other commands follow IF/ 
THEN on the same command line, they will only be executed 
when the conditional statement is true. Nesting can occur in 
this statement 

Example: 10 IF X=5 THEN ? “5 ” 

20 IF X=5 THEN IF Y=5 THEN GOTO 

100 

In line 10 X must equal 5 for the PRINT to occur, In line 20 
(nesting both X and Y must equal 5 for the GOTO to occur, 
NOTE- GOTO or GOSUB is not necessary in this statement, 
as a line number or reference would suffice. 

Example: 10 IFX=5 THEN 100 

Make sure that there is a THEN for each FOR 

0f 


by Bfark Hutchinsan 
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INPUT (I.J 

This statetnent looks for a keyboard response from the 
user, it ^vlil place this response into a variable or string to be 
used later in the program. Unfortunately the program will 
halt until this response is entered with RETURN, Several 
responses to one INPUT can be entered at once by using 
commas When used with an lOCB numberf^) it will request 
data (string or numbers) from a specified device, providing 
that lOCB^ has been OPENed first 

Exampte: 10 INPUT X 

INPUT A$ 

INPUT XA$,Y 
INPUT ^2, A$ 

Warning An input without a variable may not cause an error 
report Also, an input of more than 128 bytes will overwrite 
the start of page 6, the so called *safe area'. 

INT 

This returns the integer (the whole number preceding the 
decimal point) and sign of a number. Unlike calculators, it 
will return the whole number nearest to the complete 
number given 

fjfample A=INT(3.44): REM*** Returns 3 
A-iNT(^3.99): REM •** Returns-4 

L£N 

This will give the length of a string in bytes Until something 
has been stored in a string, its length wilt be 0. 

Ejcample A$-“PAGE 6^^ ? LEN(A$): REM *** Will 
return 6 

LET (LE.) 

This will define a variable or variable name. It can be left 
out [implied LET). However, if you wish to use a command 
word as a variable, you must use LET. 

Example: LETX=1.2 

X=T2: REM *** Implied LET 

LET SOUND-1000: REM*** Compulsory 

LET 

list 

LISTfL) 

This is a way of saving a program in a form that can be 
loaded (using ENTER) without clearing memory, either to 
cassette or to disk. LIST by itself will list out the resident 
progam, to the screen, in full. If line numbers are specified 
then only those lines will be listed. Likewise, if the printer is 
specified the program (or required lines) wilt be printed, 

Example; LIST'^C " 

LIST'D: PART2.BAS" 

USTIO 
LIST 20,100 
LIST'P.” 

LIST'P.M0,50 

LOAD (L) 

This will load a program from disk into RAM. It will clear 
any existing memory and will need the command RUN to 
start the program. 

Example: LOAD “D: PARTI. BAS' 


LOCATE (LOC) 

For some reason, this is seldom seen now in programs, 
maybe because people do not understand it It is really quite 
simple. 

Example: LOCATE KYpZ 

This will position the cursor (visible or invisible) at point 
X, Y and place the information stored there in the variable Z. 
This will be a number, eitherO-25S for a text character or 0-4 
for a colour. This is the same as using POSITION X Y: GET 
^6,Z, The only problem is that a PRINT or GET after 
LOCATE may corrupt the data under the cursor. You may 
need to reposition the cursor and PUT the data back 

LOG 

This will return the natural logarithm of a variable or 
expression. 

Bcomp/e, L=LOG(55.2) 

LPRINT (LR) 

This will open a channel to the line printer and will print in 
direct or deferred modes. As with ?, LP. by itself will skip a 
line. 

Example: LP.'PRINTER" 

NEW 

This will clear the contents of RAM in either direct or 
deferred mode. Unfortunately it will clear all dimensioned 
tables, 

NEXTfN,) 

Used with FOR, please refer to that section. 

NOT 

A logical operator. It will return a 1 if the result is not true. 
Be careful of? A=NOT B, it will put the computer to sleep. Be 
sure to use a space after NOT as confusion could occur with 
NOTE. 

Example,' A=NOT E 

NOTE (NO,) 

This is used in disk operations to open a channel to the 
drive and store the current sector and byte in the variables. 
The DOS manual gives an example program of this command 
The first variable is the lOCB*, the second is the sector, and 
the third is the byte. 

Example: NOTE #2,SEC BYTE 

ON 

Used mainly with GOSUB or GOTO, but can be used with 
other commands. When the variable value is known, the 
program will go to the subroutine that corresponds to the 
value. 

Example: 10 ON X GOTO 100,200,300.400 

If X—3 then the program will branch to the third choice, ic. 
line 300. This will be a topic for ‘First Steps^ later in the 
year. 

continues next issue 
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Education 



What time is it? If you have young children who ate 
learning to tell the time, TickTock will help them learn with 
the chance to hear the chimes of the clock (worth typing the 
program in fori) and see a rainbow when they get it right 

The are several options which are fully prompted on 
screen and four levels from whole hours to quarter hours, 
every five minutes or single minutes. The chimes can be 
switched on or off and you can choose whether or not the 
correct time is shown in the event of a wrong answer. When 
responses are required there is no need to press RETURN. 
The program will expect double figures to be entered when 
required and these will not show on screen until two figures 
are typed. The program gives 10 goes but this can be 
changed by altering the loop in line 210. 

Type it in, it is worth seeing even if you don't have any 
children. If you do it is an excellent way to teach them the 
time in the old fashioned way - before the 24 hourdock that 
is, not before computers! 


El 

NG 

VU 

EB 

IV 

EM 

HM 

BG 

5M 

OE 

DU 

TZ 

DZ 

CD 

5G 

MF 

T5 

IZ 

MN 

BP 

TI 

EH 

DD 

OJ 

5V 


1 REM M mmmmmi l t l fM IIH HWKMMMMMMilMM WIlW WW 

2 REH * TICK TOCK «• 

I REM « by A,MILLS » j 

4 REM «----— j 

5 REM PAGE 6 MAGAZINE - ENGLAND ** ; 

6 REM MMWiO l MMMMMMmtMm i W MH HHNNNNNMMMKM ! 

7 REM 

IB GRAPHICS o:POSITION 5^5:? "QPleas# ’ 
wait..EGOSUB bob 

30 HR=2tC0L=3is=0IGDSUB IBBO 

GOSUB leoeeiFOR w=i to bobinekt M:P 


OKE 54266,64 

60 FOR TO eeOiHEKT H 

70 HDrOiVD=0:A$=B$:GOSUB 3500 


SO HD=3eUD=I $ A$="DO you Wish thB cKinei 


s on ■■:GD5UB 3500 

SO OPEN ai>4,0,"K:-‘lGET t*l, REP I CLOSE tt 

l CHR$ CREp:> ; !SC=o 

lee IF REP^ASCC"y"3 then S=e:GOTO 130 

liO IF REP=A5C C**H**» THEN S=l:GOTO 130 

120 ? ^'13+ F**;:G0T0 ^0 

130 HD-O:UD=B;AS=B$:G0SUB 3500 

140 MD“4 :UD=0 J A5="Di> you want to try 

1} KhoiP hours** :G0SUB 3500 

150 HD=24:UD=i: a 5="23 Ouart«r hours":G 


OSUB 3500 

160 HD=24; UD=2 : AS=''3> Five ninutes"rGO 
SUB 3500 

170 HD-24i UD=3 : d 5=**41 Evory ninut^"^GO, 


SUB 3500 

IBB HD=0 S VD=3 : A$^"Vour choicp <KSni3 ** 
;G05UB 3500 | 

190 OPEN O, "K: ":GET ttl, REP t CLOSE j 

ttl:? CHRS (REP) ; : REP^REP-4B 
200 IF REP<1 OR REP>4 THEN ? •*(3+ 

OTO 190 


UK 

OF 

DF 

UC 

GH 

HU 

JC 

FZ 

RH 

SH 

HQ 

EZ 

YQ 

BF 

IX 

KH 

KL 


HB 

LT 


RT 

IH 

HF 

RR 

DU 

RB 

CK 

RM 

HT 

IM 

QJ 



by A Mills 


202 AS="iiDo you want to see the answer 
s2** : GOSUB 3500 

203 OPEN 111 g 4, O, "K : **: GET HI, SEE i CLOSE 
Hi;? CHR$CSEE); 

204 IF SEE=ASCC"V"1 THEN SEE^llGOTO 21 
O 

206 IF 5EE=ASC C”N**) THEN 5EE = 0 ! GOTO 21 
O 

206 ? "\^*r e"; :goTO 203 

210 FDR G0ES:=1 TO lO 

212 HD=0:UD=0:A$=6$:GOSUB 3500 

214 CDL=1:IF FLG=J. THEN FLG^B: MTNS=60- 


M1NS=0 

MINS=IHT CRND C0|N43«1 


MINS;hr=hr-i 

215 GOSUB 3000 

216 IF HEP=i THEN 

217 IF REP=2 THEN 
5 

21S IF nEP=3 THEM MIMS = IMTfRNDtO>*123 * 

5 

219 IF REP-4 THEN MINS=INTCRNDtOl»603 
228 HR=IHT CRMD tOJN-12J+1 
222 COL=3:GOSUB 3000 

224 ON REP GOSUB 4000,4600,4600^4600 

225 IF COR=l THEN HD=20:UD=3:AS-"WELL 

DONE t Jil'gl" ! GOSUB 3500 : TEP-INT tRHD 


ceiftzi +1 

227 MOS=IMT IRMD t0J»14>+1 : IF N0S/2OINT 
tN05/2> THEN 227 

230 IF COR=l THEM POKE 54206,192;FOR M 
=200 TO 10 STEP -TEPSSOUND l,W,NOS,15: 
NEXT N;SOUND IgOgOgO 

232 IF COR=l THEN SC-SC+l;POKE 54286,6 
4:G0T0 300 

240 IF SEE=© THEN POKE 559,0 

250 SOUND 0,200,12,15;SOUND 1,200,12,1 

5:F0R W=1 TO TOOlNEMT M 

260 SOUND e,236,12,15:SOUND 1,236,12,1 

5;FDR M=1 TO 5ee:NEMT H 

270 SOUND 0,O,O,O:SOUND 1,0,0,0 


[THAT^S MR PNG 


285 IF SEE=1 THEN GOSUB 5000 
290 POKE 559,34 
300 NEXT GOES 

310 HD=Ot VD=0: A$ = B$.; GOSUB 3500 


320 IF SC<4 THEM A5“"Hot too good, try 


again 
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PK 330 IF 503 AN& SC<7 TKEP* flS = "ThalS qu KP 
ite 9 QOdi, tP|^ son« MOr«P** 

5M 340 IF SOft aMO 5C<ia THEN A$="TKdtS V 10 

ery good.** I 

RH 3S0 IF SC=i0 AND REP-40<4 THEN qS="Th0 UT 
ts *xceiie0t^ trif the next level." 

LM 355 IF 5C=:10 ANO REP-40-4 THEN AS=" & OU 
o you really need to be using this t 
utorial proyranne" No 

OZ 360 HD-e ;U1>=0 rCOSUB 3500 
DZ 370 Hl>=0 ;MD=2 : 0 $="Vou scored out of 

le-tGOSUS 350e;POKE 650, 2:POKE 657,11 CE 
J ? SC 

FU 375 IF 5C=10 THEN POKE 54206,1S2:FOR H 

=100 TO 10 STEP -0,5:SOUMD 1,H,10,U:NE 10 
KT M I 

OJ 377 IF SC-IO THEN FOR M=10 TO 1O0;SOUKI 

O 1,H,19,H:HEMT M:5OUN0 1,0,0,9 ! FO 

OC 379 IF SC-ia THEN POKE 54206,64 BD 

GP 300 HP-2S : 00=3 i AS=:" r3g3a^gM!t-.ll )” ; cnsilfl TC 
3500 EV 

OQ 390 OPEN ttl,4,0, J GET ttl, KEV ; CLOSE 

«tl lU 

RN 400 GOTO 70 

RA 490 GOTO 490 LT 

OU 500 R=39:D1M CCRl,TVPESCl>,AS£1601,BSC QC 

1601 B.R 

QC 505 FOR H=1 TO SOOeNEKT H:P0KE 559,0 KF 
KJ 510 FOR K=0 TO R UK 

00 520 CCHI=SORCRWR-K»K} NK 

LV 530 NEHT K YG 

55 540 GRAPHICS 7:PEG :5ETCOLOR 0,3,4JC0L GE 
OR 1 jl 

RU 545 GD5UD 2000 ZR 

5A 547 POKE 559,34 yA 

KR 550 FOR KrO TO R KN 

NR 560 PLOT 79+H,39-CCHI :DROHTO 79+K,39+C1 MW 
CKJ XP 

eO 570 PLOT 79-K,39-CCKJIDRAWTO 79-H,39+C FK 
e«i M5 

MF SaO NEHT H HX 

DA 590 PLOT 118,35;DRAMTO lio,43;PLOT 40, OO 
35:DRAMT0 40,43 FT 

YJ 595 COLOR D rj 

JM 600 FOR X=e TO 366 STEP 6 
HH 610 PLOT 79+5INtKlN37,I9^C0SCHI»37 
LO 620 KENT M AO 

VA 625 RESTORE 670 AC 

PK 630 FOR A=1 TO 12 WM 

JH 640 READ H,Y PI 

TH 650 PLOT H,Y 
DG 660 NEXT A 

OJ 676 DATA 96,8^110,21,115,39,110,55,97, W 
70,79,75,62,70,48,57,43,39,48,22,61,B, 

79,3 HI 

N5 680 RESTORE 730:SETCOLOR 1,3,10:COLOR 

2 HE 

MU 696 READ TYPES,H,Y 00 

LJ 700 IF TYPES=*'E" THEN GOTO 660 AM 

LG 710 IF TYPES=**P" THEN PLOT K,V:GOTO 69 MV 
O 5V 

DW 720 DRAMTO H,V:GOTO 690 PM 

DB 730 DATA P,92,9,P,93,6,D,93,12,P,92, iZ TX 

,D,94,12 YU 

CF 740 DATA P ,105,21, P ,165,20,D,107,20,P, AJ 
107,21,Dj105,23,P,165,24,D,107,24 II 

HA 750 DATA P ,110,41,D,Il2,41,D,112,37,D, 

no, 37, P, 111, 39 H5 

T2 760 DATA P,167,50,D,107,55,P,168,54, D , 

164,54,P,194,53,D,106,51 DM 

KT 770 DATA P,97,64,O,95,64,D,95,66,D,97, 

66,D,97,68,D,95,68 
36 Page 6 - issue is 


780 DATA P,7«,69,D,78,73,D,80,73,D,80, 
71,D,78,71 

790 DATA P|63,64,D,66,64,P,66,65,D,66, 
66,0,64,68 

806 DATA P, 49,51,0,49,55,D,51,55,D,51, 
51,D,49,51,P,50,53 

818 DATA P,48,41,D,48,37,D,46,37,D,46, 
39, D, 48,39 

820 DATA P,51,20,D,51,Z4,P,50,24,D,52, 
2 4,P,5 0,21,P,54,21,D,5 4,23j P,55,24, P, 5 
6,24,P,56,20,P,55,20,P,57,21,0,57,23 
830 DATA P, 63,9,D,63,13,P,62,13,D,64,1 
3,P,62,10,P,67,9,D,67,13,P,66,13,0,68, 
13,P,66,10 

840 DATA P,76,5,D,76,9,P,75,9,D,77,9,P 
,75,6,P,81,9,D,79,9,P,79,8,D,81,6,P,01 
,5,D,79,5,P,79,6 
850 DATA E,0,O 

860 SETCOLOR 2,D,6iCOLOR 3^ 

870 FDR K=:0 TO 5 

886 PLOT 79 + K, 39-SOR e28-K*tKJ : DRAMTO 79 
+H,39 + 5RR t28-K*HJ 

890 PLOT 79-K, 39-5C1R tZa-K»M> : DRAWTO 79 
-X,39 + 5QR t28-H«HJ 
900 NEHT H 

905 POKE 752,1;POKE 54286,192 
910 POKE 656,0:POKE 657,13 
920 2 "ATARI TICK TOCK" 

930 POKE 657,13;? "GHEEE flTin 0333 " 

940 POKE 657,13:? "ATARI TICK TOCK" 

950 POKE 657,13:2 "EI13II! [EHS"; 

954 ASCll^** ..AS C2I-AS 

956 BS^AS 
960 RETURN 

2000 DL=PEEKC560)+256»PEEKC55n 

2005 POKE DL+,3,205 

2010 FOR J=6 TO 84 

2020 POKE DL+J,141 

2030 NEXT J 

2835 RESTORE 2070 

2040 FOR J=6 TO 26 

2050 READ A:POKE 153&+J,A 

2060 NEHT J 

2070 DATA 72,173,50,6,141,18,212,141,2 
2,200,238,50,6,238,50,6,201,160,208,5, 
169,0,141,58,6,104,64 
2080 POKE 51Z,0;POKE 513,6 
2100 RETURN 

3088 HA-MINStt6:HA=1NT CHR»38+MINS/21 
3010 COLOR COLiPLOT 79+SrMCHAJ*7,39-C8 
S CHA1«7;DRAMTO 79+SINCHAl»20,39-COSCHA 
1*2 8 

3828 PLOT 79+SIH CMAlNrT, 39-CDStMAl«7 : DR 
AMTO 79+SIHCMA]»26,39~C0SCMAl WZ6 
3030 IF S=1 OR COL-1 OR MIN5O0 THEN 3 
120 

3040 U0LD=e.22 

3050 FOR BELL=1 TO HR 

3060 FOR L00P=15 TO 1 STEP -MOLD 

3970 SOUND 0,7,2,loop;SOUND 1,8,6,LOOP 

3880 UOLD=UOLD-0.l^K:NEXT LOOP 

3090 FOR W=:l TO 50; NEXT M 

3100 SOUND 0,O,O,8:SOUND 1,8,0,0 

3110 UOLD=e,ZZ:NEXT BELL 

3120 RETURN 

3500 POKE 656,UD:P0KE 657,HD;7 AS;;RET 
URN 

4000 MrNS=0:HD=2:UD=1;AS="The tine is 
O'Clock"rGOSUB 3500 
4050 OPEN ttl, 4,0,"K r" tGET ttl, ANS : ANS= A 
NS-4Q;IF NR>9 then GET ttl, AH5 2 : ANS=18« 
AKS+AHS2-4B _^ 


MATHEMATICS FOR SENIOR SCHOOLS 


by Barrie Afcock 


PROBLEMS WITH MATHS ^0' LEVEL ? 

Our new Maths ' 0 ' Level course for the Atari Computer will aid you in passing 
your exam. We have brought together a complete 5 year maths course as taught 
in Secondary schools. Not just a revision program but the whole course with 
problems, solutions, HELP pages and percentages and timing on tests. 

There are 5 modules available on both cassette or disk for any 48K Atari computer. 

Year 1 - 4 cassette £ 9,95 each — disk £ 12.95 each. 

Year 5 Revision cassette £ 9.95 each — disk £ 12.95 each. 


NO TEXT BOOKS NECESSARY: All programmes are completely self contained. 



TICK TOCK 

HE 4oee CLOSE ni 

BS 40e5 IP ANS<1 OR ANS>12 THEH 7 :GO 

TO 4056 

HK 4076 HD=14:VD-1CANS]:G05UB 356 
e 

GP 4066 IP AHS=HR THEN C6R-l:GOTO 4eSO 
YA 4085 C0R=0 
BO 46S0 RETURN 

60 4660 IF KINS=0 THEH GOTO 4066 
ti0|46ie IF MIH5<3± THEN AS="Th9 Tine is 
I Minutes past";HD1^36 
MM 4620 IP MlNS>3e THEH A$="The tine iS 

Minutes tn":HDl-28:MIH5=66-NINS:HR^H 
R+1:FLG=1:IF HR-13 THEN HR^l 
VB 4630 Hfr=2;60=1;GOSUB 3S66 

UJ 4640 OPEN ttl, 4 , O , "K : £ GET ttl, ANS : ANS=n 

NS-4«:IF MINS>g THEH GET ttl, AN5Z ; ANS=1 
0KAN5+AH52-4e 

CJ 4656 CLOSE t*l:IF ANS<6 OR AHS>5S THEH 
? "j3'':GOTO 4640 

KF 4676 ANSM=ANS:HD = 14 :OD = l:AS = 5TRS EANSMl 
;G0S13S 3566 

GA 4660 OPEN 01,4,O,"K:" 

6L; 4690 GET ttl , AN5 ; ANS =ANS-46 : IF HR> 9 THE 
In get ttl , AHS2 : AN5 = ie«AH5+AN52-4Q 
Mul 4700 ANSH=AN5:CLOSE 01 

OK 4710 IP ANS<0 OR ANS>12 THEM ? "Q":GOT 
: O 45SO 

00 4720 HI> = HD1 : UD = 1 : AS^STRS CAHSHS ; GOSUB 3 
506 


AI 4730 IF ANSM^MIMS AND ANSH-HR THEN COR 
=l:GOTa 4750 
KT 4740 C0R=O 
BF 4756 RETURN 

BA 5000 IP MIHS=0 THEH GOTO 5050 
5M 5010 IF HDl = 3e THEN A5=**The tine is 

ninutes p^st";AS Cl3,14 }=strSCKIHS):a$ 
CLENCASI+21=STRSCHR]:GOTO 5060 
MN 5020 IF HD1 = Z8 THEN AS = *'The tine is 

ninutes to**: AS C13,143 =5TRS CIllMSJ :A^tL 
EN CAS]+2}rSTRS CHRl ;GOTO 5660 
ZA 5056 AS=“The tine is O'C1OCk";A^Cl 3 

,14> =STRS(HR) 

60 5060 ? AS 

VM 5070 FOR 1=1 TO 50e:NEHT I 

BB 5080 RETURN 

ZV 16000 REM VBI TICK TOCK 

HS 10005 RESTORE 10040 

JR 16010 FOR L0C=1721 TO 1706 

MO 16620 READ BYTE;POKE LOC^BVTE 

EU 10030 NEKT LOC 

SB 16640 DATA 236,254.6,173,254^6^201,10, 
240,19,201,11,246,33,201,66,240,16,201 
,61,240,25,201,160,240,32,76,248,6 
LS 16050 DATA 169,150,76,221,6,169,250,14 
1,6,216,169,168,141,7,210,76,248,6,169 
,0,141,7,210,141,6,210,76,248,6,169,0 
IR 10060 DATA 141,254,6,76,98,228 
TV 10070 DIM SElStllJ 
DD 10080 SETS = **hKIB/n\ 

TO 1OO90 n = USACADRCSET5) ) 

DA lOlOe RETURN 


I 
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THE SOFTWIiRE REVIEWS 


FRUIT SALAD 

P.R Software 
16 k cassette 


Another bargain -ganne at £2.95 but 
perhaps not quite as strong as others 
from ihe same company. FRUIT SALAD 
is basically the Mastermind game in 
which you have to guess a sequence of 
pegs by deduction from dues given as to 
how close your previous guess was, 
Mastermind has been the subject of 
many computer translations but this is 
probably the best I have seen, Instead of 
plain coloured pegs, you have different 
fruits to choose from and the whole 
screen with a redefined character set 
looks very good. The game is played 
eittirely with the joystick and there are 
several beginning options including 3 or 
5 fruits, blank spaces and 1 or 2 players. 
Mastermind is well known now but still 
makes an interesting game and is a 
change from tl^e usual arcade action. 
Mastermind as a game is not particuiariy 
dynamic but this version is very well 
done and at only £2.95 how can you go 
wrong? 


Reviewed by 
Les Ellingham 


ASYLUM ... Screenplay Inc. ... 

48 k disk/cass. 

Asylum is set in the place that most Adventurers eventually end up! Vour task 
is simply to escape. The Asylum is basically one massive maze of corridors with 
numerous doors which you must try’to unlock using different items. Many of the 
d oors revea t e m pty rooms but others h ave objects i n t h em or are occ u pied by the 
inmates or keepers of the Asylum. Collecting various objects you go about the 
adventure in the normal way. 

The game allows multiple sentences to be used such as OPEN THE DOOR 
THEN GET BOX or UNLOCK THE DOOR WITH KEY OPEN IT. ENTER 
DOOR Generally using multiple commands wilt save you a lot of time especially 
when going in and out of rooms. The instruction manual gives very little help 
regarding the game other than to explain the use of the vocabulary. If you wish 
you can press the OPTION button to view all of the words recognised by the 
program and as some of these are pretty obscure you may be forced into using 
this facility There are four full screens of recognised words, each three columns 
across. 

The maze is fully animated and is very reminiscent of WAY OUT Your 
progress through the maze is controlled by using the four anow keys which 
control ail movement. As you turn to left or right or face about the maze scrolls 
across the screen giving a very impressive sense of direction. In the corridors the 
graphics are just grey walls with occasional objects in boxes on the floor but high 
resolution picturesarerevealed whenever you enter a room Textoccupiesa few 
lines at the bottom of the screen although the graphics can be switched out for 
more texL If you want a sneak preview of the graphics there is a^sJide show’ 
which gives you a preview of some of the rooms you will find In your travels. 
Although this may seem to some too much like cheating it does give you a good 
incentive to go on and there are many more rooms. 

Initially I was not particularly Interested in Asylum as most animated graphics 
adventures tend to offer graphics at the expense of the plot but I quickly became 
hooked. It represents one of the the very best forms of graphics adventure and 
contains plenty of puzzles to solve In the classic style. The slide show is an 
excellent feature giving a few hints about what you need to find to leave the 
Asylum and overall it uses the Atari's capabilities to excellent effect with good 
scrolling action in the corridors and high- res pictures in the rooms. Add to that 
text adventure style puzzles and the Asylum Is a place you may well wish to 
visit! 


FRUIT PICKIN’ ... P.F.Software ... 16k cassette 

If you have read previous reviews in PAGE 6 of programs 
from PF.Software you might think that we have a vested fe*- 
interest Not true, it s simply that they keep coming out with ^ I - ^ ^ 

budget priced software that offers excellent value for the little 

money you have to spend. ^ 

Latest to be released is FRUIT PICKIN^ which sees 
P.F. Software delve Into the use of lots of machine code for the 
fir^t time. MiUIT PICKIN' is a Pac Man style game in which you 
must go round the maze picking up various fruits on each level. | 

^Enemies^ bounce from side to side in smooth scrolling action _ 

along the horizontal lanes whilst In the higher levels’elevators' 
rise and fall in certain of the vertical lanes. The eiwmies are ■ 

different on each level and include such wierd and wonderful j H 

things as telephones, mugsof tea, cheeseburgers and C64 signs! 

All of these are extremely well designed Players as is your 
character who walks and turns in each direction. There are 

seven levels of increasing difficulty with the seventh level 'a other micros then buy 
nightmare' according to the author. them 

FRUIT PICKIN’ is a simple game but is well written, challenging You don't get fancy c 
and addictive, At £2.95 you won’t find better value anywhere nlques with P.F.Software 
and if you look with envy at the hundreds of cheap games for them! 


other micros then buy this. It is much better than most of 
them 

You don't get fancy colour Inlays or fancy protection tecL 
nlqueswith P.F. Software burthen you don't pay an extra £5 for 
them! 


























SKRi Oi/tSIO N 


A ATARI' ZOOMSOFT 


SOFTWARE 

SPECIALIST 


MR COOL - Be ready for a 
addiction lhat will b? 
going around soon '’Mr. Cool- 
mania ” This challenging new 
game will have people 
dodging fireballs and springs 
m their sleep. A faslmoving, 
smoothly animated game that 
will keep you busy for hours 


The PROTECT 

The PROTECT allows you to 
write to both sides of any disk. 
Write protect without 
LABEL'S, No more cutting of 
notches that cause disk errors. 
Just plugs in. No soldering, 
lakes only a few minutes to 
install. 

Price £9 95 


GAMES 

GAMESTAR 


STAR LEAGUE B/B 

disk 

23.00 

INFOCOM 



20 RK 1 

disk 

24.95 

ZORK 2 

disk 

£4.95 

ZORK 3 

disk 

27 95 

liamasoft 



gridrunner 

cass 

7.50 

MICROPROSE 



SPITFIRE ACE 

cass 

8.95 

SPITFIRE ACE 

disk 

11.95 

SOLO FLIGHT 

cass 

12.95 

SOLO FLIGHT 

disk 

12.95 


GAMES 


ADVENTURE INTERNATIONAL 

The HULK 

cass 

8.75 

The HULK 

disk 

13.25 

BRODERBUND 



DROL 

disk 

24.95 

LODE RUNNER 

disk 

24 95 

SPARE CHANGE 

disk 

2495 

CALISTO 



WARLOCK 

cass 

13.25 

WARLOCK 

disk 

13.25 

CHANNEL 6 



GOLDEN BATON 

cass 

8.95 


UTILITIES 

O/SVSTEMS ACTION 
MAC/65{OS/A+) 

BASIC XL 

MMG 

BASEC DEBUGGER 
SASIC COMMANDER 
MAIL LIST 
TRONIX 

S.A.M^ 

P.M. ANIMATOR 
TELETARI 

PENGUIISI 

GRAPHICS MAG. 


cart 66.95 
disk 57.95 
cart 66.95 

disk 25.95 
disk 25 95 
disk 34.95 

disk 41.95 
disk 25.95 
disk 27.95 

disk 44.75 




Ram Cass. Disk 


ACTIVISION 



Gbustbiit&ters 

- 

1099 1499 

Decathlon 

14.99 

999 

Space Shuttle 

14.99 

9.99 

Pitfall 11 

1499 

9.99 


MICROPROSE 

Natd CommandPT - 6.45 1145 

F-15 Strike Eaale “ 12 55 12 55 


ALL THE LATEST AMERICAN TITLES NOW IN STOCK. 100 S OF TITLES 
TO CHOOSE FROM. WRITE OR TELEPHONE FOR A FREE 
CATALOGUE NOW. NO OBLIGATION. IF YOU HAVE TROUBLE 
FINDING A TITLE THEN DON'T HESITATE TO CALL US, WE ^ 

Kf‘.TTr: ^ 




disk collector 

DISK COLLECTOR is a 
complete disk cataloging 
system, 13 options to choose 
from. Stores over 900 
filenames. No more going to 
DOS to see whatsoneach disk. 
Run files.'LOAD files. A must 
for all programmers. 

Price £9.95 


BASIC COMMANDER 

Single keystrokes allow you to LIST. 
SAVE, ENTER, LOAD or RUN files. 
You never need to type DOS again 
View the entire disk directory, 
RENAME, LOCK, UNLOCK, even 
FORMAT disks from BASIC. 
Automatic line numbering, block 
delete, re-numbering. Also 3 keys 
for you to program. 

Price £24.95 


OILS WELL - An addiclingly 
tun arcade game that will 
gobble it& way to your heart 
Dr'jll underground to find oil 
depo&iis while avoiding the 
nasly creatures thal can 
destroy your oil pipe Multiple 
screens and changing levelsof 
dilf lOu Uy 


BIG FIVE 
Miner 2049er 


&S.I. 

Combat Le^ader 


50 Crush 

Battle of Shllcih 
War In Rii a 


- U.9S 


14.95 

32.95 
3295 


1795 


EPYX 

SumitieT Games 


2995 



























A series by John J. Smith looking at wider aspects of Atari computing 


John J. Smjth. winner of lost years Readers PoU begins a 
new series fhis issue at the tender uspecis of 

computing. 

SPEECH THE FINAL FRONTIER? 

User-friendly is a lerm being thrown aroLind at the moment to 
describe how easy computers are to use but that is not how I 
interpret this phrase, Imagine crawling out of your bed in the 
moming and hearing a warm affectionate voice say '"Good 
morning. Did you sleep well? The kettle has boiled and the lea is 
ready. I await your instructions”. Later when you sit down at the 
keyboard instead of the word READY a warm male or female 
voice (your choice) says “What are we going to do today? Before 
we start 1 must tell you that the office called to say that machine 
number 27 is on the blink again. I have informed the repair man 
and he should be there just after lunch" The computer would then 
stay quiet whilst you got on with ytjur w^riting or programming 
unless you asked it a question and wanted a verbal reply. Now 
that's what ! call User-friendly! 

You may think that the above example is far fetched but speech 
synthesis has come a long way over the past 5 years and although 
they still have some way to go there are now devices available 
which are quite intelligible provided they are programmed 
properly. 

In 197K I did some manual searching of library material for 
information on speech synthesis and speech recognition (although 1 
have never been involved in the hardware for this purpose) and 
PAGE 6 readers may be interested to know that the earliest 
reference I could find was dated 1952 in the Journal of Accoustic 
Society of America VoL24. However I understand that North 
Staffordshire Polytechnic did a study in 197S and that references 
have been found on speech synthesis dating back to 1779(!) but 
these must have been mechanical and are tlierefore hardly 
relevant today. Nevertheless it Is interesting that even with today s 
technology It is still not perfected, it seemed at the time J w'as 
looking into this, and is probably still true today, that more mate rial 
was available ot^ speech synthesis - that is to get a computer to 
speak - than on speech recognition - getting a computer to 
understand. 

One interesting item was the work being carried out by Spetty 
Gyroscope Int in the U.S A They had apparently built a device 
called SCEFTRON which stands for Spectral Comparative Pattern 
Recogniser. Other companies were working on this project as well 
for the U.S. Navy and surprisingly the device was used to try and 
understand the'speech’ of Dolphins. An article can be found on 
this in Radio Electronics maga?ine (U.S. A) April 1964 

RCA and others were working on a mechanical interface to 
change speech into a typewritten message in 1962 and Japan 
were wK>rking on a transistorised multilingual speech to typewriter 
message system also in 1962, In 1963 Ihe reverse - written 
messages to speech - was being worked on. 

People have studied and experimented for many years to make 
machines that talk but it is only with the advent of the computer 
and In particular the large scale intergrated circuit that speech 
synthesis has been available to the home user in a reasonable size 
40 Page 6 ■ Ihsu€ 15 


package and at reasonable cost 

Texas Instruments took the rest of the industry by surprise when 
it brought out a toy called Speak & Spell and although it appeared 
to be an expensive toy at the time [was it really7 years ago?) it was a 
miracle of modem technology. Several people who were already 
into computing as a hobby bought one only to discover that! exas 
wo u Id n Ot provide a ny i n formation o n the c h ips nor wou Id 11 1 ey sell 
them on their own. Personally I think that was a big mistake as. 
given the ingenuity of some hobbyists. 1 feel that this subject could 
have advanced even quicker. 

FURTHER AHEAD 

For many years I have been saying that one day it would be 
possible to dial up anything that can be read, watched or listened 
to, If you can now download apiece of software or a news item (via 
Teletext) it will not be long before you can get a print of that book 
you wanted or that ptJp tune or the latest film, all by dialling a 
phone number and downloading it. Now I am not talking about 
recording the data on disk or tape or any other mechanical device 
which must be subject to wear and tear but direci into computer 
memory. Before long, with the cost per bit of memory coming 
down as they pack more and more into each chip, [ think we shall 
see incredible amounts of non-volatile memory being used in our 
computers and peripherals. We may gasp at hearing that the latest 
mi cro has h alf a m egaby te of RAM b ut as we get used to mo re R A M 
remember that Operating Systems get more sopfiisticated with 
68 k Operating Systems now becoming commonplace. If we want 
instant recall of what we want when we want it, then tens of 
thousands of megabytes are going to be needed and probably 
several dedicated 32- bit chips processing in parallel Looking even 
further ahead a data highway could be built into new houses 
controlling all our needs from straight information reirieval to 
adjusting the central healing to automatically adjusting the light 
coming through the window with some kind of electro-lumines¬ 
cent material that would compensate for lack of natural light and 
maintain a constant room light - with a manual overlde of course! 
Main services such as gas. water, electricity, phone and data 
charge would be read by remote computer accessing each of our 
systems and billing us accordingly from a credit account 

GOVERNMENT CONTROL? 

As time goes by 1 believe our computers will not only get smarter 
but because of the sheer numbers involved and the possibility of 
unlimited access to information they wrill become difficult to 
control Sooner or later someone will decide that each computer 
will have its own built in identification code put there by the 
manufacturer so that when it goes on line, the Department of 
DATA will have a source of income. Lets face it if people gave up 
smoking and bought electric vehicles, revenue would have to 
come from somewhere! I hasten to add that I am not recomm.ending 
this as a course of action! 

I think that computing today is as exciting now as in the 
begiTUiing but there is still a lot more to come. • 





GOTO DIRECTORY 



The GOTO DIRECTORY is a guide to retailers who 
provide product support for Atari. Many of these 
retailers will supply Mail Order so if you have trouble 
finding a supplier^ turn to the GOTO DIRECTORY. 

Retailers who are interested in an entry in this feature 
are invited to contact the Editor on 0785 4 J153. 

PEATS ELECTRONICS, 

25, Parnell Street 
Dublin I, 

Ireland 

Tel: (00)01 740972/3/4 

We stock a full mntje of 
Hardware. Software. Inter¬ 
faces. Printers and acces¬ 
sories. The fullest support 
for fn Ireland. Mail 

Order /he U.K 


AS.Wootton Er SonSn 
1 1 6, Edieston Road 
Crewe, 

CW2 7HD 

Tel; 0270 2141 18 

hlothing but Atari 
Authorised Service Cen¬ 
tre with fast turnaround 
of all repairs. The usual 
range plus printers^ joys¬ 
tick inserts, extension 
leads at very good prices. 
Try us for repairs or 
purchases. 

Channol One Computer 
Systems Ltd, 

174, High Street, 
Hornchurch, 

Essex 

Tel: Hornchurch (04024) 
75613 

We have a large range of 
software plus hartiware, 
printers etc. A good 
selection of American 
software including the 
more unusual such as 
Compilers, Editors, 

Assemblers etc. All for 
Atari. 

Fox's Computer Centre. 

38/40 Upper Parliameriit 

Street 

Nattingham 

Tel: 0602 414050 or 
411556 

IVe haue the uJidest ronge 
of U.S. and U. K. hardware, 
software, books, magazines 
and accessories in the area. 
La/esr products, bes^pnces 
Send s.a.e. for latest 'sale 
bin lists 


Norman Audio Ltd, 

51, Fishergate, 

Preston, 

Lancs 

Tel. 0772 53057 

Authorised Atari Service 
Centre. Dealers in Atari 
products since 19 78. 
Competitive prices and 
full after-sales back up. 
Personal service or Mail 
Order. 

Micro byte. 

71, Seaview Road 
Liscard. 

Wallasey, 

Merseyside. L45 4QW 
Tel. 051 630 6933 

Tired of high prices, poor 
service and hidden 
charges from other Mail 
Order retailers? Try us for 
the latest titles and U.S. 
mags. Visit or call anytime 
up to 7pm. 


Jennings Stores, 

248, Hertford Road, 

(Nr. Green Street), 

Enfield. 

Middx. 

Tel. 01 604 1 767 

Very large range of 
English and American 
software available as well 
as the very iatest in hard¬ 
ware. 

York Computer Centre 

7, Stonegate Arcade. 
York 

Tel: 0904 641862 

Top American and 
Eng/fsh software - over 
JOOO titlesf Hardware, 
books. magaz in es. 

accessories, if you need 
anything for your Atari 
try Yorkshire’s widest 
and most comprehensive 
range of products for your 
machine. 


SOFTWARE EXPRESS 

31, Stoneyhurst Road, 
Erdington, 

Birminghann, B24 8HA 
Tel! 021 384 5080 

IVe are a company dedic¬ 
ated to suppfyfng ALL your 
Atarj needs, which also 
j nclu des a PEPS OH A L 
IMPORT SERVICE and an 
.out of warranty repair ser¬ 
vice. For sales and sendee 
phone 021 384 5080 


Radford Hi-Fi Ltd, 

52. Gloucester Road 

BristoL 

Avon 

Tel;0272 428247 

We stock and suport a 
comprehensive range of 
products for Atari. Huge 
range of software from 
educational to small 
business (plus games of 
course). Word process¬ 
ing packages. Prmters. 
Ail for the best 
computerl 

Trionic, 

144, Station Road. 
Harrow, 

Middx HA1 2RH 
Tel:01 861 0036 

So ftware, p e hph erals, 
books and maga 2 ines. A 
comprehensive range for 
Atari. Try our late rnght 
shopping. Open I0a.mto 
8 p m. Monday to Satur¬ 
day. Give us a call or pay 
us a vfsit. 



THE FOOTBALL MANAGER GAME FOR THE 
48K ATARI (Inc. XL) FEATURING 

The full first division programme, together 
with all F,A.Ciip, Milk Cup, and European Cup 

games 

Varying skill and stamina levels, scouts reports, 
injuries, team and tactics selection, full league 
table, managerial rating and save game facility. 

Available on CASSETTE ONLY at £9,45 from 

D.Corbishley, 212, Waimersiey Old Road, 
Bury, BL9 65A 


★ COMPUTE-A-WIN ★ 

USE VOUR ATAR[ 16K/48KTO SELECT WINNERS 
ALLYEAR ROUND 

2. COMPLETE PROGRAMS FOR THE PRICE OF I 

Side A - FLAT RACING 
SIDE B - N/HUNT RACING 

Each program tOvCfS all tracits in England tk Scotland. 

Each Siclf contained program allows cholc« of 
II quick s«leclion - using any daily newspaper 

(no racing knowledge requhedli 

Z. SPECIALIST s^Iecfion ^ using informallott given in a pop¬ 
ular 'Racing' paper eg. past form, weight carried, draw advan¬ 
tage. tralner/Jockey Tatingt. speed ratings etc., etc. 

fYlWl V ffomi LOWMAC SOI^WARE 
I I C. crnL I ^ CHOWLEV GARDENS 

£6.95 ^ DON-ON^YNE N E21 SE J 
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THEY ARE GOING FAST! 



Issuip 7 

ESiSue S 

Slots 

S«4Bf,Dii£ Gr««tlngs 

Grubif 

Going for a Drive 

BUGS 

Atari Sourcebook 

Your QitJn Bulletin Bo.ard 

Flr^t Steps. 

Laiqeprint 

Wildwesl 

Demo 21 

Sonar Search 

Player Missile Graphics 
Graphics S TckI 

Usirvg XlO FILL 

The HardwDie Facts 

Return Key Mode 

Make Your 410 Work! 

[ssup ^ 

I»»ne 10 - Adventure Special 

Hungry Korris 

Another Brick in tbe WdJi 

Fine Scroilliig 

Understanding Strings 

Player Missile Graphics 2 

TvkI Draw 

Mint Dos 

Adventure 
...jind lots, morel 

Ad ventu rel and 

Scott Adams Interview 

Atari Adventures 

When All Else Fails 

House of Secrets 

Diamonds 

Spinner 

Screen Color 

.-.plus the usual features. 

issue 1 i 

Issue 12' 

Grid 

Landscape 

Flags 

Colourfiotv 

leaver Missile Graphics 

What is USR 

Reset Routines 

Varsort 1 

.-.plus Ihe regular Columns. 

Rescue Mission 

Gangsters 

Varsort 2 

Renumber 

Indus GT Review- 
Bookmarks 
l>l-Y Disk Boa 

Hardware Facts 

...plus the regular columns 

Issue L3 

Issue 14 

Might of the Swan 

Came lot 

Bomb ELscape 

Bull Ants 

Music Maker 

Printer Hai^dler 

FMG in machine Code 

Music reviews 

Adventure column..,. 

Counteraction 

Supply Blaster 

Crossword Creator 

TYPO 11 

Access ][J 

Rainbow Sturt 

The Goldei^ Baton 

First Steps A-Z of Basic 

THE FULL COLOUR EDITION! 


ISSUE 13 REPRINTED” 

IF YOU MISSED IT - ORDER IT NOW! 


Issues 1,2,3,4,5,6 SOLD OUT 

Issues 7-8 £1.00 inc. postage 
Issue 9 onwards £1,20 inc. postage 
Overseas readers please see page 3 


NOW AVAILABLE! Superb binders to keep alJ 
your copies of PAGE 6 in mint condition. Each 
binder holds 12 issues securely and safely. For a 
limited period each binder will come with a 
comprehensive index to the first 12 issues of 
PAGE 6 completely FREE! Turn your PAGE 6 
magazines into a permanent reference 
coJIection. 

Binders £3^95 EACH plus 30p p&p each. 


Don t risk a breakdown of your precious equipment 
through dust and dirt or spilt coffee! Protect all of your 
equipment with a custom made dust couer Natural 
PVC with a brown trim * easily folded away when your 
equipment is in use. Easily fitted with all perpherals, 
joysticks etc. in place, 

400/S00/600X17SO0XL £2.95 

410 Old Style Cassette* £ 1 .95 

410 New Style Cassette £ 1 .95 

1010 Cassette £ 1.95 

810/1050 Disk Drive £2 95 

1020/1027 Printers £ 3'95 

*o]d style does not have a pause button. 

Also for all popular printers (normally £3.95 for small/ 
medium size and £4.95 for large printers) 


Keep track of your Disk insert cards, 
programs easily and Pack of 25, 

Cassette inlay cards. 
Pack of 25, 

£1.00 each pack inc, postage. 


Auaffebfe fosuhscrrhersorr^y, the PAGE6 LIBRARY 
is a fine collection of Public Domatn programs from 
around the world. Hundreds of user-written programs 
(including machine-code) at very little cost. Available 
on disk only. Send a stamped addressed if you have 
not had current details. 

ORDER ALL ITEMS ON THIS PAGE FROM 
PAGE 6 MAGAZINE 
P.O.BOX 54. 

STAFFORD 
ST16 IDR 

Please make cheques payable to PAGE 6, 
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THE SOFTl^RE REVIEWS 


COHEN’S TOWERS 


COHEN’S TOWERS is a pretty 
obscure sort of game in the sense that 
precious few people seem to have heard 
of it which is a great pity because it is an 
original and highly addictive game with 
great graphics and even better sound. 

In the actual game you play the part of 
the Boss's nephew^ Allen, who is starting 
out in his new iob as a mailboy. The 
game begins with a novel opening sequ¬ 
ence involving a telex type message from 
the Boss. After that, it’s on with the job. 

The screenplay is a view of a block of 
flats split down the centre. Allen has to 
collect the many parcels one at a time 
from the various levels and deposit them 
in any of the three available‘mail drops’. 
Lifts are used to move up and down 
between the levels but jumping on and 
off the lifts is a fairly critical operation and 
requires a great deal of practice in order 
to time it just right One false move and 
Allen plunges to his doom, forfeiting one 
of‘his livei Also, if he stays on any 
individual lift for too long he is in danger 
of being knocked off by falling plant 
(>ots.! 

Allen is hampered in his work by pesky 
dogs who persue him relentlessly on 
most of the levels. He can either jump 
over them or Jump onto a lift in a bid to 
escape- At certain stages in the game a 
you ng girl a n d a sle epwai ker will appear 
Allen must touch them before they 
disappear inside the doors on their 
respective levels or he forfeits a life. The 
sleepwalker, incideritally, is a scream. He 
looks like something straight from the set 
of Hammer^ 5 House of Horrors! Different 
tunes accompany all the various unusual 
occurences and they are of excellent 
standard. 

Once Allen has deposited all the 
parcels in the mail drops, the Boss shows 
up and leads him off to the next building 
where the whole thing begins again, only 
much harder. 

COHEtVS TOWERS is an excellent 
little game that I can highly recommend 


Jim has been awarded an Atari 
ROM cartridge fc»r his reviews^ 
What about sending In your 
reviews? 


MR ROBOT AND HIS ROBOT 
FACTORY 

Big Five’s Miner 2049er spawned a whole new generation of jumping and 
climbing games. MR ROBOT Is a variation of the basic theme but it is so much 
more than just another jumping and climbing game. Quite simply, it is the best 
game of this type currently available for the Atari 

The complete software package is really two different games in one, MR 
ROBOT being the main game whilst the ROBOT FACTORY is an added bonus. 
In the main game, you control Mr Robot and the idea is to collect all the power 
pills in order to advance onto the next level. You are hampered by nasty 
'alienfire' which patrol the various platforms. You can jump over them or, 
alternatively, collect an energlser which immediately shrouds Mr Robot with a 
force-field, enabling him to dispose of the alienfire merely by touching them. 
Predictably, the force-field effect lasts only for a limited amount of time 

There are 22 levels of play, each level completely different from the previous 
one. You will encounter various modes of transport such as ladders, tread-mills, 
escalators, poles to slide down, bombs to walk over and explode, trampolines, 
transporters, magnets to enable you to jump over large gaps and much, much 
more. 

The graphics are superb and DLl’s have been used to create some interesting 
rainbow colour effects. With 22 different levels of play, the game Is a constant 
challenge and you will not tire of It easily. MR ROBOT has more variety than 
Miner 2049er. superior graphics, colour and sound and is an all round better 
game, I certainly rate it in my top 5 'all-time’ Atari games. 

The ROBOT FACTORY is virtually a game in itself. It allows you to create up 
to 26 different screens and save them to disk in order to produce your very own 
version of MR ROBOT. The possibilities are endless 


THREE FROM DATAMOST 
ALL 48k DISK ONLY 
Reviewed by Jim Short 


MONSTER SMASH 

This serves to prove that simple games 
are generally the most addictive. You are 
in charge of a grid that Is being invaded 
from two different sides of the screen by 
mischievous monsters. You must entice 
them into the grid by opening various 
doors and quickly trap them by closing 
the doors behind them. Then you must 
Smash them to pulp with your pulver- 
isersf The doors are controlled by the 
joystick and the pulverisers by either the 
joystick or the fire button depending on 
whether you wish to operate the left or 
right sets of pulverisers or both. Each 
monster you smash earns you a certain 
number of points with high points being 
awarded for smashing multiple mon¬ 
sters. Any monster that manages to 
escape off the screen is counted against 
you. When a total of 10 monsters have 
escaped the game is over. 

At certain points during the game, 
depending on your current score, the 


play pauses momentarily before advan¬ 
cing onto the next level. Also your 
escapees' total is reset to zero. In the 
higher levels the monsters become much 
more tricky as play speeds up consider¬ 
ably. Visitors (humans) are introduced to 
the game and you must allow them to 
pass safely through the grid whilst you 
are still busy smashing the monsters, If 
you accidentally smash 3 visitors the 
game is over, however you score large 
bonus points forallowinga visitor to pass 
safely through the grid. A High Score 
table is incorporated in the game for ail 
those who like to see their name in 


The outstanding thing about 
MONSTER SMASH is the opening title 
tune. It is, without any shadow of doubt 
the best musical score T ve ever heard In a 
computer game. It is almost worth pur¬ 
chasing the game just to listen to the 
music. Yes, it is that good! 


. . ., ) 1*//’ ■» sv ’i-. 
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AUTOCAR 


An Analysis utility 

for your Petrol and Oil consumption 

by Peter Franey 

Formatting data for screen display is a very povAyerful 
feature of Atari basic. It is well known that the tab stops on 
the screen can be changed and reset from within a string. 
Apart from formatted display, formatted input can be 
produced in the same way. By far the easier method of 
changing tab stops is by the use of strings. Once the strings 
are set up, they need only be printed to the screen to 
produce the desired results. There is one other method, 
which is to poke in directly the values required, This 
technique is used in the main program presented her& The 
decimal locations 675 to 689 control all the tab locations on 
the screen display. The screen is 40 columns across and 
each of the above locations controls eight bits or eight 
potential tabs on it The reason there are so many locations 
is that they control one logical line, or three screen lines. To 
change the tabs for display, only the first five locations need 
be changed. To cancel all tabs a zero is into poked each 
location. If a zero is poked into 675 then there would be no 
tab in the first eight columns (OOOOOOOO), If the same was 
done with location 676 then the first two bytes or 16 bits or 
16 screen columns would look likethis* OOOOOOOOOOOOOOOO. 
This means: 

Location 675 controls columns 0 to 7 
Location 676 controls columns 8 to 15 
Location 677 controls columns 16 to 23 
Location 678 controls columns 24 to 31 
Location 679 controls columns 32 to 39 

If you wish to place a tab stop in column 25 then you must 
use location 678. However there is a problem, supposing 
you want to set tab stops at columns 25, 27 and 30, how do 
you do it ? The answer is that the eight tab stops covered by 
each location is really a binary number. The decimal 
equivalent must be poked into that location If we wish to 
have tab stops at columns 25, 27 and 30, the eight bits or 
single byte covered by 678 should look like this. 01010010. 
There is a one at each tab position. We need to poke the 
decimal equivalent into location 678. In this case the value 
that must be poked into 678 is 82. To reset the default labs 
press system reset The tab stops should not be confused 
with PTABW location 201, which controls-the distance 
between print statements using commas. Once the tab 
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positions are set the cursor can be moved to each position 
by pressing the [TAB] key. 

It is not the purpose of this article to delve into conversion 
of binary to decimal, but before I continue with details of the 
program 1 will say that a good conversion utility (BINARY- 
HEX-DECIMAL) can be found in Mapping the Atari, a 
Compute! publication. 

PLANNING THE PROGRAM 

Before starting any programming project such as this it is 
very important to have a clear objective in mind. Even 
before the planning starts there must be a clear idea of what 
is to be achieved and if possible how. Only then can any 
program begin to take shape in the mind. This is particularly 
important if you do not want things to come to a sudden 
halt when the ideas run out or the results do not turn out as 
expected. 

The first thing to do is to ask yourself a series of questions. 
They usually begin with, “What do 1 want the program to 
do”. In the case of Autocar this was easy but “What is the 
best way of analysing yourcat^s petrol consumption" was a 
little harder. Further questions come to mind like “How 
much does the tank hold” and “Will I run out of petrol if 1 run 
th e ta n k too low." Th ese q u estions a re rel evant becaus e y ou 
need to know how much fuel is used. Happily there is a 
simpler answer to all this confusion. 

When you next fill up with petrof and 1 mean FILL UP or 
the system wilt not work Make a note of the DATE, 
QUANTITY, PRICE and clock mileage Enter the data into 
the program. When you next decide to visit a petrol station 
make a note of the details again and ENSURE that the tank 
is filled. The amount now replaced in the tank is totally 
representative of the mileage covered. Continue with this 
until a number of data entries have been made. The 
program will show clear differences between the consump¬ 
tion for town work, medium distances, and motorway long 
hauls. There are still inaccuracies using this method but over 
a period of time, the true facts will emerge. 

If when buying petrol you do not fill the tank, then save 
the details and add them together before entering them into 
the program, with the clock mileage at the time of the last fill 
up. REMEMBER before using this addition method, you 
must have completely filled the petrol tank at the point at 
which you decide to enter the details, otherwise the results 
will be meaningless, 









SUMMARY OF THE PROGEtAM FUNCTIONS 

There are two program listings ^oT Atitocar. The main 
listing is here and the second listing covering the graph 
functions will appear next issue, The programs enable the 
user to enter the dock mileage, the date, the quantity in 
gallons, or pints, and the cost The programs will then 
analyse costs and consuption, in figures or graphical form. 
The graph option has been disabled in this first listing but 
the program can be used as it stands. 

The program features ANALYSIS BETWEEN ANY 
TWO DATES and ANALYSIS OF ALL DATA The 
average values are given for MILES/GALLON or 
MILES/PINT and PRICE/GALLON or PRICE/PINT 
Totals are given for MILES COVERED, GALLONS OR 
PINTS CONSUMED and COSTS 

PROGRAM OPERATION 

Anyone who is only interested in entering the program, 
and using it, should first read the PLANNING section, in 
order to obtain practical information on the use of 
Autocar. 

GETTING STARTED 

The listing in this issue is the main program. Type it in 
carefully, using TYPO II if you have a copy, and save the 
program to disk using SAVE''D:CAR'\ Before running 
the program delete line number 200. Run the program. 
The main menu will now appear The program will not allow 
any selection to be made, from this menu, until Oil ‘O’ is 
pressed, or Petrol ‘P is pressed. The main menu will now 
display the selection made at the fop of the screen. 

Creating the disk data file: Select option 'T from the 
main menu. The computer will now save a data file to disk 
The data for both Oil and Petrol are saved together in the 
same file, Re - enter line number 200, or re^load the 
program from disk 

Every time the program is now run, all data previously 
saved by it will be automatically loaded, before the main 
menu appears. 

USING THE PROGRAM 

Data is entered and saved using the program in this issue. 
The graphics program to be published next issue will chart 
the data entered from program one. Both programs will be 
chained together on the disk drive Each program runs the 
other. It is therefore important that the correct filenames are 
used for each, when saving them to disk. Listing one should 
be saved using SAVE‘D:CAR’, while SAVE"QGRAPH ’ 
should be used when you add the GRAPH listing. 

1.,ENTERING DATA 

When this option is selected the next screen will ask for 
'E'^EXIT or"D’ENTER DATA to be pressed Exit will return 
the program to the main menu, If data entry was selected 
the screen will go blank for some seconds and the next 
screen will show a formatted data entry including ENTRY 


No., DATE, MILES, GALLON5 for PINTS) and PRICE The 
entry number will already he displayed at the far left of the 
screen. Make the entries in each field in the format shown 
above each field title After each entry press the TAB' key. 
The cursor will now jump to the next field. Continue this 
process until the last field is reached. After the entry in the 
last field, do not press the TAB’ key, press'RETURN'. At the 
bottom of the screen the option to add more data 'A or to 
exit'E’ will be given, Exit will return the program to the main 
menu If the add option is chosen the cursor will update the 
available memory at the top of the screen, and return to 
directly under the previous entry, where the process maybe 
repeated- The new entry number will also be displayed. 
When the screen is filled with data entries, the program will 
clear the screen and give the option to exit or make further 
entries. 

2..DELETE DATA 

This routine asks for a simple date entry in the format of 
MMDDYY, as displayed on the screen. Enter the date and 
press RETURN. If the entry is not found the program will 
ring the bell and the option to re-enter the date or to exit 
will be given. If the date entered here is found the data will 
appear instantly. A machine language subroutine is used in 
the program to provide such a fast response When the 
entry is found the choice to continue search, exit or re-enter 
the date will be given. The continue search option is 
provided on the slim chance that two dates which are the 
same may be in the records. This could happen if a long 
journey is involved,'or the date was entered incorrectly in 
the first place. If delete data has been chosen (SELECT) the 
program will display. 'ERASING DATA PLEASE WAIT 
After deleting the data, if it occurs in the middle of the file, a 
gap will now exist The program wilt now take a few more 
seconds to close this gap (CONCATENATE THE FILE) If 
the entry which was deleted was in in the middle of the file 
and it is necessary to replace it in a similar position, OKI K^N 
6, the insert data routine must be used from the main menu. 
(SEE 6. INSERT/DELETE ALL DATA). 

3*. VIEW DATA 

This part of the program is a series of routines, to display 
the data entries to screen Among the options are; STEP 
THROUGH DATA SINGLE DATA SEARCH and DATE 
RANGE OF DATA 

Step through data: This routine will display all data to the 

screen. 

Single data search: This selection will require a single 
date entry. 'END OF SEARCH PRESS ANY KEY, will 
appear. If the entry was found, it will appear instantly. If not 
then nothing will be displayed. 

Date range of data: The purpose of this option is for the 
user to enter a range of dates, between which the program 
will display all data, (DATEl & DATE2), The dates which 
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are entered for these may be dates which are not actually in 
the records. The program will still display all data entries 
between them. 

4„PRINT DATA 

This option will print all data in the memory to the printer. 
SEE PRINTER SUPPORT for more information. 

5 .SPECIAL CALCULATIONS 

Among the options given in this set of routines are ALL 
TOTALS AND AVERAGES, GRAPHICAL ANALYSIS, 
and COST ANALYSIS. 

All Totals and Averages: This routine can, if used 
correctly be the most useful in the whole program. The 
program prompts the user to enter two dates. The first date 
must be earlier than the second. If RETURN is pressed 
without entering anything for either prompt, the program 
will default to analysing all the data entries in the memory. 
The instructions for using this routine are dearly shown on 
the screen. Whatever combination is used, the dates 
entered, must be dates actually In the records, or the 
program will again default to analysing a 11 data. If the results 
are unexpected, check your dates by using option 3 from 
the main menu, VIEW DATA or, if you have a printer, 
option 4 PRINT ALL DATA 

The first choice is to press RETURN for the first date, and 
enter the second The program will then analyse all data up 
to that date. Choice two is the reverse, enter date one, and 
press RETURN for the second date. The program will then 
analyse all data from the date entered, up to the last entry. If 
both dates are entered then the program will analyse any 
entries between them. All results may be sent to the 
printer. 

Graphical Analysis: If 2 is pressed, the computer will 
load, and run the graphing program (to be published next 
issue). 

Cost analysis: Before selecting this part of the program, 
whether for oil or petrol, ensure that more than one data 
entry is in the program, or the display will be blank. 

The program will analyse the data between each pair of 
entries, giving the dates, {datel to date2,date2 to date3), 
the mileage between them, the corresponding consump¬ 
tion in MILES/GALLON or MILES/f^INT and the COST/ 
GALLON or COST/PI NT. These last two items are shown 
in graphical form it GRAPHICAL ANALYSIS is chosen. 

All results may be sent to the printer, 

6.. INSERT/DELETE ALL DATA 

When data is entered into the program using option one. 
It is not sorted into date order The enter data routine 
assumes that each successive date is later than the first The 
insert routine presented here will insert data between 
existing entries. This will be carried out according to date 
and mileage It must follow that if a date entry neatly fits in 
chronological order, between two existing entries, the clock 
mileage must also fit in at the same point. However for long 


journeys, the petrol tank could be tilled up twice on the 
same day. This will also be taken into account It the 
program will not accept any entry in which the date is later, 
insert the new entry with reference to the mileage. The 
program will not except any entry in which the date is later, 
or the mileage greater, than the last entry. The last entry will 
be displayed. 

One further point should be made about this routine, and 
that is that the greater the number of entries, the longer this 
process will take. 

Delete all Data: The purpose of this routine is that once 
the memory is full, all the records may be cleared to start 
again. 

7.. 5AVE DATA TO DESK 

This option is used to save oil and petrol records to disk It 
should be used after any new data entries are made. I 
recommend that you keep at least one backup copy of your 
data file on another disk 

8.. LOAD DATA FROM DISK 

This part of the program may be used tore-load a data file 
from disk It may also be used to load different data files, for 
example, for another vehicle. When a different data file is 
loaded, any previous file will be erased. 

PRINTER SUPPORT 

All printer output is tailored to forty columns. The 
program supports output to an 80 column dot matrix 
printer. As presented the code is designed for forty column 
DOUBLE WIDTH output for the Epson type of printer. If 
you have a dot matrix printer and the codes are not 
compatible with the Epson, then you will have to change 
lines 6000 and 7400 in the program to the appropriate 
codes for your printer. If your printer is not dot matrix then 
alter lines 6000 and 7400 to TRAP 9000 only 


UNEBV LINE 


3-200 

INTIALISATION 

500-770 

MAIN MENU & SELECTION 
ROUTINES 

7B0- 1330 

ENTER DATA ROUTINE 

1340-1420 

VIEW DATA MENU & 
SELECTION 

1425- 1500 

SINGLE STEP THROUGH 
DATA 

1510-1640 

SINGLE DATA SEARCH 

1650 - ISOO 

delete data entry 

ROUTINE 

1810 -1970 

DELETE DATA ROUTINE 

1980-2170 

range of data ROUTINE 

3000-3140 

SPECIAL CALCULATIONS 
MENU 

3142-3Z5S 

CALCULATION OF TOTALS & 
AVERAGES 

3265 ■ 3350 

DISPIAV RESULTS 

4000 - 4030 

STRING SEARCH ROUTINE 

5000 - 5020 

SAVE DATA ROUTINE 

5030 - 5060 

LOAD DATA ROUTINE 

6000 - 6130 

PRINTER ROUTINE 

7000 - 7340 

COST ANALYSIS 

20000-20150 

data for string SEARCH 
ROUTINE ' 
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EH I MU Hi i K M MKiiimi i t i H i i i iHinrKK 
ft 1 DEN * AHtiCAR * 

FQ 2 REM « bV PETEK FRKKEV * 

IN 3 REN « »KCE i HACIZIIIE - EMIRNO « 
IL 4 REH w miM l l■■ M MIKi RM ilH RM l ■■■!* « 
FN 5 411=t: Q1-i: tZ=2! 04=4 Q 

:Ki2=1 :«i4=lZ:il?=13 lOlT^lS 
:411t-lb: 61)^17: QZI^l Ilf ; ill=3tt I 
iC i t22=SMt;QZI=ltlt:024-]rQ27=I7:K21=Z 
« : Oll^SlII : Ql 1 -21 i t33=4HI I (134=34:015= 
2I1S: 03 7= 4«21:04tMt 1047=47: VSI=S« 

» 7 Of7=57;i51=51:053=521(157=57tlE5=f5;a 
71 =H71:077=771 Q«=12! 071=7711111= 111 I 
OISl'llSI :t2il=»l: 0217=217 
II 4 0177=51277 :i3l«=13l«:a3tl=ilMi031t= 
131110344=1340;0431=1431 eISI 4=SI4:0511 
=151110522=52 210551=1551i4551= 557 
M 7 a|$i=ii5l:0514=1044:0675=575^0174=17 
6 J 0177=4771067#=67l i 0747=747:0 710= 7111 
0713=712:4752= 752:07I4=7«; 0741=1711 
ZL If E=ai:0PEN 042,04,Hi, **£:'* iPORE 013,0 
l :ll=0l:r=Q2i4;IF peek 146I4) 0144 TNEI 
(Olltt 34114 

M 12 OPEN Ra24,a4,0t/‘7;*‘ 
tT IS 4IN OiTEPS(06^1,DOTE0j(O5Rfl,WCF) 
. 6Pcn.PP(F) I M<F> , P3(F) , PO(rM$(Oil , 
SS(04«f],P$C4l3 

VV 24 OIN ENT5Ca37),TlTLE$(35>,}ti5l04),HJ 
f5(4140],lot(01> 

IP 71 0*TEa5(01]=“ ■■:l*TEOi(OilfFJ=" "liOT 
E4t (02 > =0 «TEe7:0 ATEP$=HTE05 
El ita f40 1=01 TO F:wm=ei:iP(i)=o«:PP 
(13 =01: m a)=H:P3 (I)=04:P0(I] =01 iREXT 
1 

TO 341 COSKt 5411 

M 544 5RAPNIC5 0l:P0«E 07il,34:PWE QTIZ 
i24:P0«E a747,Q4:P0IE Q7|2,01iPOKE 055 
7>OI 

10 511 miTION 04,04^2 

iPOSITIOi Otl 

, 02 :? ■ 

NT 524 PQSinOM 04,04:? 


04 614 Pa5ITI4fl I4,ttl7;t 


;P0IE 0557,0 


fp :ELe:t cric* 


71 532 POSITION 04,07:1 '^CUBRENT NODE; 

:IF lt=ai TBEN 1 'ffll - 

IN 526 IF ll=IZ TIER ? 1«lli4 
II 531 IF K=40 THER 1 
ON 527 POSITION 40,04:1 


ZO 534 P051TIW 44,011:1 '1 
ENTER OITA I 

UC 535 POSITION 04,04:? '1 
ELETE DATA 1 

PJ 541 POSITION 01,012:? '1 
VIEN lAti I 

Af 545 POSITION 04,011:1 
PRINT DATA I 

PN 554 POSITION 01,11:1 'f 
PECIAL CKLCNLATIONS | 
15 561 POSITION 01,014:? " 
IHSERT/DELETE ALL DATA | 
TI 570 PISITIW 04,015:? '1 
SME DATA TO DISK I 
LJ 511 POSITION 01,14:? '1 
(UD DATA FROM DISI | 
00 545 POSITION 01,017:? 

RETURN TO BASIC I 

up 571 POSITION 00,010:? '1 


FE 710 50SUI 421 

iL 714 IF N=fi77 THEN ^01:6010 0522 
SN 734 IF N=ll TNEI N=41:C0T0 0522 
HZ 714 IF K=I4 TiEN ? IS'iCOTO 0540 
iL 741 IF 10047 AW NOOSt A» NO051 AH 
D HO052 A» N053 ANi N054 AND M(>55 
Alt N054 AND NOQ57 TNEI 7n 
RN 754 IF 1=157 THEN PIKE 402,42:PONE 43, 
37;4RAPHI4S OtiERD 

M 771 l=N'i48:0N N G4SUB 0741,4451,0310, 
7441,421,0114,022,030:iOTO 4511 
SI 701 CRAPflieS QfiPOIE 471l,4t:PeiE 0712 
,36:P0KE 0747,ll:PtSITI4N M,I4:PINE 0 
752,01 

W 74Z IF Tt02 fHEI 1 


T E P [ ; T t 


FETfrCL E b 


» 714 IF N=01 THEN 1 


T E P C t T t 


UX 771 POSITION 04,02:1 ' 


[Cl-ENTtP UT& 


AO 401 fcosm g2f:lF NO067 AND H<>66 TNEI 

814 

U 821 IF N-067 THEN RETURN 
IP 025 ? "N":POK£ 0752,01 
tH 111 posiTtoi 01,00:1 

:GDSUI 835:60 


T4 023 

m 435 POKE 0557,40:P = OI:0 = 00:Xt=*^ 

:ir H=4i THEN SS=DATE05 
RC 437 IF M=02 THEN S5=DATEP$ 

Cl S4I Al=il:A=Ol:FOR 1=41 TO F:LV=LEN(SS 
]:LX=LEN(X5]:PWE qzi7,LX-ai:lF AKfii 
THEN Al=il 

Al 168 IF Al>iy-lXtdl OR 1X)LV THEN A=at: 
ai=ii 

HS 171 IF d=OI THEN 710 
F6 400 |=LV-LX-Alt034:A=USR(ai64,ADR(S$td 
l]],ADRiX5],B]:ir 4=01 ANI *(=02 THEN P 
=P*Q1 

MS 075 IF A=41 AND H=Oi THEN D=(|tai 

m TOO 41=01^06:nent i 

BE 710 PDSniQ« 011,02:1 "RECORD SPACE" 

B3 724 IF H=Q1 IHIN PDSITIOR 017,04:? "81 

RT 73i IF 11=02 THEN POSITIOH 014,041? "PE 

trol:";p:" " 

CP 744 POKE 0557,434: RETURN 
CE lOlt CLOSE Vtll:OPEN Ml,a4,00,»K:«:CET 
tni,H:CLOSE noi:RETURN 
FH nil POSITION 01,47: 1 F M=41 TNEN ? "S 


K* ENTEP CIL ttiS 


OG 1420 IF H=a2 THEN ? 


;t?icl viTt 


UT 1012 POSITION 06,06:1 ' 


EtCh *1EL^- Cil ^KDHN. TFEM 


GE 1424 POSITION 04,011:? 


■S PSTUFN &FTER LtST FIcLDJ 


ZD 1425 POKE 0t75,04:POKE 4676,04:40X2 06 
77,08:PORE 0674,018 

OP 1040 IF tt=41 TNEN S$=DATEOS:TlTiES=^*NO 
ftDAielMlLESlPlHTS TPR14E" 

NU 1450 IF 4=02 THEN S5=DATEP$:TITLE£="N0 
TDATElHlLESTGALLSFPilCE*’ 


LO 1461 N5=" “:Al=Ql:A=4l;lV=LEN(St> 
:LX=iEN(ltSl: POKE 4217,1X-I1: B=IT-LN‘A1 
*024 :A=USI (Olii,OiR(S5 (Al)) ,MR (XS) , B) 
01 1144 IF A=fii THEN I=il;Gft10 1175 
PE it7t 1=INT(A/063tQl 
GU 1075 POSITION Qi,012:1 ^'ItlMDIVTlIilO 
0)40.40141.40": POSIT ION M,Cil:? TITLE 
t 

YL nil POSITION R0,E«Q10:? I;*')";:1KPUT 
tUliENTS 

EC 1115 IF LEN(ENTt)=Oi ON lEN(ENTt)(22 T 
HER GOTO 421 

HI 1117 FL=Q4:L=LEN(fNTf):IF L<aZ7 THEN E 
NTS(LEHtlilS)*IU=“ ":60« 1117 
IQ 1114 POKE Q75t,il:PISllI4N 07,027:1 
mimfHJ ! Gosai 034 
SS 1117 IF NOASCCT') AM lOASCCK") TH 
Ei 1114 

DO nil IF N=ASC(**N«] THEN IZ5 
FG 1125 If 11=02 THEN HP (I)=tAL(EIT5 (012,4 
15]): CP (1) =VAL (EITS (Oil, 417) >: PP (I) =f A 
(.(ENTS (431,0271) 

PZ nil IF 14:01 THEN W 111 =U 4 L(ENTS(412,4 
153 ]: P2 (n = UAL (EHt it18,427] 3:PI (I) =fA 
KENT $(431,02733 

SI Ult S$(I*fl6“07,I»M]=ENT$ (41,46) :IF M 
=01 THEN DATEI$=S$;0=4-01 
PK 1151 IF 1t:0f THEN DATEPt=S$:P=P-01 
CH nil POfE D 75 Z, 0 i:PISITIti 07,027:? 


Et]’“HCC- rtTt 


iN 1170 GOSUI 02f:lF N<>067 AND 40465 TH 
EN 1174 

VV 1174 IF N=M7 THEN E=01;4ETUItN 
JA 1241 IF N=B65 TNEN I=E*01:POSITION 07, 
027:1 " ":po 

KE 4752,41 

AH 1ZI5 IF E)Q12 THEN E=ti:? ^■4":GOTO 834 
Ft 1211 GOSHI 72t:GOTO DZ3 
HA 1341 GOSVB OlIiiGOTt 0310 
Pi 1310 IF M=01 THEN TnLEt=*")IOFl*TE HOLE 
SIPINTS FPRICE":S$ =DATEO$ 

AH 1321 IF ll=iZ THEN TtTL£$="N03DATE3n[lf 
S)GALLS)PR1(^":S$=DATEP$ 

PH 1331 POKE 0675,I4:POKE air6,«l:P0tE 0« 
77,Rt:P0RE Q670p01t:RETURN 
PD 1340 GRAPHICS Ql:POKt O71O,N:P0NE 071 
7,ait:P0KE 0752,01 
UG 1345 POSITION 01,01:1 


EH ^ U 1 (. 


U 1351 POSITIOH tl,02:IF H=ei THEN 1 


Y6 1361 IF H=02 TNEN 1 

FZ 1374 PiSlTIOi 0«,Q4:1 'HSBSilBIS 
":P0S1T1IN Of,16:1 STEP THROUGH 

DAT!" 

XR 1375 position 06,08:1 *2...,SINGLE DAT 
A SEARCH" 

W 1381 POSITION 06,410:? "3.,..DATE RANG 
E OF DATA": mil ION 46,014:? "4,...Ml 

N WNU*^ 

DI 1370 GISUi 07l:lF NOQ47 AMD N045I AN 
0 NO051 ANA 10052 THEN 1374 
UC 141# If H=052 THEN RETQPN 
QT 1424 X=N-a4B;tN X GISUfi 1425,0511,4710 
:GD10 0341 


PAGb b - IssiJfl I ^ 47 












W 142^ PAttiQllPOKE 0175,04^POKE 067^^04 
iPOIE Of77,Ot;POKE 0671,011 
tf 1426 IF M=ai llEi 55-DflTtO$:niLEt-"M 
»«AtE Hauser I NTS » POKE*' 

OM 1427 If N=|12 THEN 5$=MTEPJiIITlES="M 
*0ATffPaLE^KAU5fPIICE" 

OL 1424 PA4E=aii(05UB 1431 lUTO i4St 
AA 1431 ? *'K”:fa^rnoM oo,a«:? 


^IhClE M£P TJ-ROuCh tCTC 


XJ 1441 f>45inOI 014,02;? ";FA(E;*' 

"SPO^ITIM 01,04:? IlTlE$:iETUR« 

K5 1450 E^fllifOB r=01 TO F:IF 55f06»l'01, 
M4tJ)=" ■■ TtlER 1504 

Fi I47i IF H=ai THEM ? 1 5$ (05*1-01,0 

6»IJ ;MP (11M'JSFH) r F"jFPtI5 
ED 1441 If M=01 TMEM ? T;"l-:5S(tt»I~«,Q 
6MI1I-JM (11 ; "f";FOO) 

OH 1450 i=E*Ol!lf E-4I? THEM E=(H;PfttE=;PA 
tt«0l:t05|| 1542 

VP 1514 MEMT l:? :? « ERD OF FILE PBE55 
ART HEr':G05irB a2l:E::ai:RETUiN 
PI 1541 ? :? -aHihUiu HmB -HEXT U 
CE" 

LA 1544 IF PEEk[0?75)=» THEN POP iRETURR 
HO 1546 IF PEEN(a275)=4t THEN CD^HB «434; 
RETIRM 

5« 1504 50T0 1544 

54 1510 ? "i*':P05ITl44| 04,01;? 'HIBI 

:P051T 

ION 04,04:? 

LF 1531 ? "HofE*'!? "INWOTV";? 

UT x5:1F LEN(X5H>06 THEN COTO 0514 
U 1544 ? "H":60500 0554:4010 1571 
OF iSSI IF 1^02 THEN 55:DATEP5:TnLE5="Ha 
FD4TE FKILE 5 KAl L5IPRICE" 

PH 1555 IF M=01 THEN ^5=OfllE05 :lITlf$='^MO 
lNTE>niE5 ^PlNTSftPRlCE" 

PU 1564 POKE 0675,04:Pt«E 0475,44:POKE 06 
77,04:P0HE 671,010:7 :? i? TltLEi:ftEtB 


15 1574 41=01 :LV=LEH(S5l:lX=LEI(tXfl:P0K£ 
O207,LH-fii:KO4:E=ai 

CF 1544 B-Ly-LX-A14O24:4=0e;A^B5H(D664,AO 
R(5S(Un,AHltx5],Bl;ir 1=00 THEN 1640 
AZ 1514 1=1F1NT(4/06)401:IF 11(05*1-01,06 
niOXl THEN iSl6 

FJ 1512 E-Etni:lF ICfll THEN 1 l;"F";55(Q6 
*1-41, B6»IJ r"1-;W(11T"; tP fll ►“iPP 
( 1 ) 

£T ISH IF H=01 TWIN ? 55(06*1-01,0 

6*I);"»“jM(I);"r';P2(I);*'>";P0(lJ 
OH 1515 IF E>-ai1 1HER f;;O0:6O5UB i6J4 
OP 1516 ll::I*45-ai:60Ta 1501 
HI 1614 7:?"ENI OF SEAIC 
H -ANV KEr:(05UB 02I:RETMN 
T1 1411 7 :? ' Hn^n -glU aiHffi -COHTItUE 
5Elt€H" 

K5 1624 IF PEEK(0271)=06 THEN POP :HETURN 
04 1634 IF PEEK(0271)=01 THEN ? "6":G05UB 
0556:0ETUftN 
RE 1444 OOrO 1424 

4C 1654 GRAPHIt1 Ol:POKE 0711,0244:POKE 0 
7B1,lt:P0Kt a7l2,114:P0KE 0752,00 
?E 1641 GOIUI 03ll:POSniOR 04,04:? 'Vi 


TELETE DATf 


POIITIGM 015,02:IF M=01 THEN ? 'Hff' 

IX 1644 IF H=Q2 THEN ? 

NQ J65I ? :? :? "F^rt»DVV";? "HOATE*':? *' 


>K**;:IMP(T NS:If LER(KS)<06 THEN MT4 
0650 

10 1711 «1H1:PME 0752,01 
XU 1711 LVUEN(5S):LX=Lf«(XS):P0KE 0207,1 
H-0lJB=LT-L)t-Alt024 

PO 1721 A=O0:0=U5R (0664,400(1$ (AD), ABB (X 
5J,H):IF *=O0 then 7 :? :? 'tfi E 
NTBT NOT FOUHB":? ;? ;GtTD 1140 
VL 1725 ? TITLES:? ;1F Al^l THEN KIHTCA 
706)FOl 

tJ 1727 IF Al>ai THEN 1=1*INTCA7I4HQ1 
AX 1731 ? l;"l'';SS(AJ*A-01,AlFA*LH-O2J;"t 
";:1F H=01 TWN ? :MtI)rF";F2(I)r'r 
;fO(D 

Ul 17St IF M=0I INEi ? JI1»(I):*'^":6P(1H‘' 
F"jPPa) 

FT 1741 ? :? '^QH-ENIT afShOELETE 
ffieUFflOCfP^ 

KV 1778 If PEEK(0271)=06 THEN OfTURN 
Ttt 1741 IF PEEK(02711=124 THEN Al=I*«6-t1 
+04:4010 I71i 

01 1710 IF PEEK(0271)=01 THEN 1410 

TX 1114 GOTO 1774 

HN1410 ? ;t “ lifanaim 

a^'lFOR X=1 TO F:1F H=01 ANi X=f THEN 
HO (X1=O0:P2(K)=Qt:PO(K)=a0 
PH 1017 IF H=02 AN0 X=F THEN lB>tX)=OI:CP( 
H)=OI:PP(X)=0« 

OJ 1611 IF K=F THEN Sf(X*flf-Q1,K*06J=" 
■;tDTO 1101 

JA 1121 IF 11=01 THEN in(M]=m(K+dl) :P2n(l 
=P2(Xt01]:Pa(H)=PO(X4Qi) 

ZN 1434 IF N=Q2 THEN HP(X)=NP(X+01}:4P(K) 
=(M'(N+OI};P0(X)=PP(I+O1] 

5H 1441 5S(X*O6-01,X*041=1S((X4011*04-01, 
(X+01)#06) 

NX 111# NEHT H;ir H=01 THEN e4TElS=lS 
VV 1124 IF K=OZ THEM DATEPS=SS 
IF Till ? ;? " DATA ERASED 1 FILE CONCETE 
HATED":? 

CF 1141 ? " aHD-EHIT aaShERASE HON 
E DATA*':PIRF 0271,04 
KH 1154 IF PEEK(0271)=06 THEN RETURN 
A6 1164 IF PEEK(02711=01 THEN GOTO 0451 
05 1174 GOTO 1151 

AE 11B4 G05UB 0314:7 "N*';Pa5in(]« 01,04:7 


I C'I5PLtV TbNGE {iF tUt, 



FR 1115 POSITION 017,02:IF H=Q1 THEN ? 

Iff' _ 

NO 2144 IF H=02 THEN ? 

KO 2H10 ? :1 I? "DflTElll«lT¥":? "IlDATE" 
;? “Mt‘^;;llPUI Kiilf lENIKSXQO THEN 
GOTO 0161 

Xt 2124 ? :? :7 "DATFlTWDVV";? "UDATE" 
I? *>11+"]; INPUT X1S:IF LEI(XlS](a6 THE 
N G4TD 4140 

FQ 2034 TRAP QHOiIF UAL(XS)>VAL(X1S) THE 
N ? 'IS':GOTO 0101 

HT 2032 G05UI 035:GOTO 2440 

UU 2415 7 "*";? •' 6ATE:";Xl«24,fl4}J'V" 

;xS(0l,O2);'V";xS(0l,O5l;" TO «;XlS (02 
4,043 I"/- : XlS (01,02J ;■■/“; X3 (01*041 

BN 2034 RETURN 

AH 2040 E=04:? ;7 T1TIES:IF E=014 THEN E= 
O0:CO5UB 2140 

EQ 2054 FOR 1=01 TO F:IF 53(06*1 01,06*1) 
=*' " THEN 2071 


PJ 2164 IF 4AL(lSl04«l-(ri,W*l))>-VAL(NS) 
AMD UAICSS (01*1-01,06*11) <=VDT(X1S1 T 
HEi E=E4B1:G450B 2100 
HL 2474 MEXT Ii7 :? " ffi [QE - 

as C&r;:C0^ui O2i;iETi0N 
HI 2104 1 i;")";5i(4e»I-01,06*1);“F";:IF 
♦(=01 TKN ? ;IBa3!"*";P2(l)J"F"iP0(I3 
:E=E*01 

IH 2121 IF 11=02 THEM ? jW (I) r'C^GPU) r' 
F";PP(11:E=E*01 
AL 2134 RETURN 

Ai 2144 ? :? " aim -Em asai-coNTiN 
UE SEARCH" 

KS U54 IT PECK(0271>=O4 THEN POP :RCTI«H 
5H 2164 IF PECKK271)=d1 THEN ? "K":4OSU0 
035:? :? mLES:HEToiHi 
0H 2171 GOTO 2151 

FM 3104 GRAPIICS 04:PaiE a7il,04;P0«E 071 
2,04:POKE 0711,011:POKE 0752,01 
UA 3014 POSITION 01,01; IF H=Q1 THEN t 'W 


tf 3020 IF N=02 THEN ? M11111II IH I'l^ 
!3H3^H9m99VF':POSITION 08,0 
4:? "fliffiB' 

FA 3130 POSITIOH 01,04;? "i.-.^ALL TOTALS 
i AVERAGES":POSITION 04,08;? 

APHICAI AIALV5IS" 

Pi 3051 POSITIOM ie,01t:? "3.,..COST AMAL 
vsis'^ipasmoH d«,ai4:? **4 ..,.naih wn 
U" 

ir 3110 GOSUI 020:IF RO041 AND 10050 AM 
4 N<>i51 AND HO052 THEM 3111 
VE 3111 IF N=052 THEN RETURN 
it-3135 If l=OSI THEN GiAPHICS 2+14; CtL0R 
1:POS1TION 4,4:? M6;'UD44in3 om*';PH 
SITION 6,6:? Mr'MNU^^iRUi "OtGRAPIT 
K0 3140 X=M-04e:IM X GOSUB 1142,0,7011:GO 
TO 021 

XM 3142 GOSUB 03ltl? *itENTfR BATES FOR TO 
TAL5 1 AVERAGES":? ■ llTaMBiJMlyb t 
ART->MH0LF FILE" 

LA 3144 ? ' HWJVM TART OF FILE 
-}VATE'':? ' laiaaiia dTE1 ->daTE2":if 
M=Q 1 fHEI POSITION 017,011;? *«!»' 

01 3145 IF M=02 THEN POSITIIM 015,011:? " 
Miti? ^:? :? "FtVDTT":? "DATEIH"; 

EV 3146 INPUT XS:? :? "MmDDVY":? "DATE2 
H";:l»UT KlS:IF kS="" AN? XlS='"' THE 
N S=ni:fl=fIGBTO 0151 
io 3147 IF LEN(HS)=Oi AND XlS="*‘ THEN COS 
IHt 033:fl=F:XlS=" *':GOTO 0151 
RV 3146 IF XS=*"' AKD LEN(Nl$]=a6 THEM S=l 
IKOSlie 017:NI='^ ":G0TQ OlSi 
EL 3141 IF LENtKS)=a6 AND LEI(XlS)=(T& TBE 
It GDStID «33:4OSII0 037 


TH 3150 Hl=00:LO=5i40B4l4q0;TGP = (l>4:TP=4f; 
(i>=OI:PO=D|:GOSU» 0318:? "N'':P0SITION 
014,011;? "HORIING ON" 

C* 3152 IF X$="'" AND K15=‘'" THEN XS=" 
":K1S=IIS 

♦« 3155 POSITION 014,014;? "TOTALS I AVER 
AGES";FM I=S 10 Fl:lF S$(06*I-01>Q6*I 
)=" ■' TTiEH 3210 

El 3170 IF N=01 THEN IF HKtlOd} T^EN HI= 
HD(1) 

Pt 3111 IF K:02 and H3<W(1) THEI HI=W(1 
J 


48 fj - Isiuy 1& 











II 31N IF H^Ql mi TRFI IQiMCt 

1 

JU 32M IF N=QZ Ml LD>lva) tKI 
} 

ZA 321t If ltQ2 THEN T£P=T»«a>(Il :PP-PP+ 
FPtll 

«I 1121 IF IF^Ql THEN TP=TP+P2(I) :M=PttPq 
(I) 

iV 111! NEXT l:iaLE5=Hl-lO:lF H=t2 THEN A 
i=mLE V«16P-tP J : Ai=pp/i w: itp=isp- 

«pm:pfipp-ppm 

Ml 1257 IF It^ll THEN AKHlLES/FTP-nn) > : 

fl2-P0/TP:TP=TP-P2 m :PSl^Pa-fO (5> 

NH 32SI dl=IITCailHllHl/flllt;A2t:INT»2lti 


NT 1261 1 


At 1265 P651T10N Q«rl24 
Vt 3266 ? "FIR MTE5 ";l[$«24,iWJ; V;lSl 
ai,«»r7'^;X5(R9,a«>;'^ TO ";Xl${a24rQ4 
1i«/"?Hl5t0i,01J tt9,0«T 

00 3217 T "..... 

—u 

FP 3270 PO^lTlOi O10rQl:ir roi THEN ? 'IS 

HJ' 

IR 1210 IF Pl:^2 THEN T ' laiHjlf ' 

01 IMS 2 *'--—-———™ 

__ll 

ZO 3110 POSITION 01,011:IF H^Ol THEN T "I 
TEHMHllES^£ALLStPPlCE" 

N1 33H IF K^Oi THEN ? "ITEHMHILESH^INTS 
FPIICE" 

NZ 3301 ? ■-------- 

—":5CB=0#:55=11 

51 1311 2 "TOTAL5F"jltILE5 IF ItOl TH 

EN ? jTPJ“F":P«;XS-"“:Xli-XS 
NJ 3120 IF M=a2 THEN 1 ;TCP;"t*^;PP 
ZH 3130 ? ;1F THEN ? "ll/GAI.Ll"jAi;*^F 
F"JA1 

HC 3141 IF H^fii THEN ? "H/PINTF";A1;"H": 
A2 

NX 3342 ? "-——^ 

_II 

IN 3345 P05IT10N 2,15;? "PNE55 gnU -EMlf 
ang^PRINT SATA** 
tL 3347 ir PfEH (02751 THEN RETURN 

^A 334? IF PEEK(027?)-3 THEN «05U 60ll:R 
ETtaN 

UL 335t SeiO 3347 

IH 4HI Ai=Ql;LYnENt55l:LmEMtX5T:PaEE 
0217^LMM1:B=LY-LM-014024;ftigi:A=U5Rfa 
664, ADR (5 S (AT ) }, AOR CX5KI) 

PR 4110 5-lNT(67061401:RETURN 
10 4115 IF A=aO THEN SiQl:? V:RE7UBK 
Z1 4020 Al=li:LV=LEH(5S}:LX=LfH(Nl$l:P0KE 
1207,LX-RI:D=LY-LK-A14024:A=I0:A-U5R( 
0664, A«R(55 (AD), APtTNlf 1 ,H) 

NA 4025 If A^OO THEN Fl^F:? '{3^':RETUBN 
I? 4011 r1=111(17063401;RETURN 
VZ 5010 POKE 7i0,0«;P0KE 705,10:P051TION 
7,13[? 

JA 5115 CL05E }t01:0PEN 001,16, DO, ^PlCAR.D 
AT" 

NO 5I1B FOR 1=01 TO 014 

FN 5«12 BUF5=IATE05(flllMtl-0??,OUHl);? 

wi ; BUFi : i[f£=pate p$ (01 «o«i -on, on o^^i 

);? iQiiBNFSsHEXT l:I057CHR3tmi 


Lt 501S I1IF5=" *' 

Z5 502t FOR 1=01 ID F:I n01jiUF5;I05;IV(l 
); lOS j£P (D: I0S;PP(1) MOf; HO ID; 105; P2 
Cl);t05;P0CI):NEXT INCLOSE nODNETUHI 
HZ 5031 POKE 71i,Qi;P0HE 705,i0:P0KE 752, 
ai:P05lTltN lirli:? 'HOKISIIE' 

FJ 5015 CL05E W1;0PEN «l,a4rQ0,"D:CAR.P 
AT" 

FC 5040 FOP 1=01 TO il4:lNPPT tni;Bllf5:D0 
TEa5 (OlOmi -055, QlflAl) =1VF5: INPUT BO I 
; BNf 5: B ATEPS (01 eO«I -055,0 liO«D =HITFf 
FZ 5045 NEAT 1 

IT siso FOR 1=01 TO r:iNPUT iai:tUFt,w,c 
P,PP,IIO,P2,PO:W(I)=)ff;tP(I>=GP:PP(D= 
PP:!«(I)=IW ;PI (I3=P2 iPO (11 =P(1; NEK1 1 
OZ 5060 01Q5E l»ltRETUMI 
OP ItOI TRAP 5I«0:LPRIHT CHi5(27))'ir':EHR 
j(l3j;lPHINT 

61 Bill P5="":fOI Y=5CR TO 55:fOI X=« TO 
35:#05DION X,T:GE1 B3,N:P5(X41,Ktl]=C 
KBSlNIiNEXT XiLPRINT P5:P5="":iENT Y 
HI 6021 LPRINT CHt$(Z73;"H";CHRStll; 

At 6130 REIUtH 

HB 7004 (IMPHK5 0:POKE 710,13P:P0HE 712, 
llOlPOKE 715,1:POKE 752,1:SCO=l!55=15 
EF 7010 U5HB ?024;GOT0 7100 
XM 7020 ? "N":P«5IT10« 00,00;? ■ MJjimi 


YN Till P051TION 12,2:17 11=02 THEN ? 

aar 

tJ 7040 IF 11=01 THEN ? 

ZA 7154 ? ;1F H=ii THEN ? "IfVPYYTMBDYTF 
HILE5FH7PlHTtP0ECE" 

PO 7i«l IF H=D2 THEN ? 'iWPYYmiFY^IIIL 
E5FH76ALL^PR1CE" 
lA 7070 RETURN 

3U 7161 CHT=00;f0N 1=01 TO r;CNT=CNT4tI 
HP 7082 IF H=02 AND V(14013=00 THEN 7150 
V5 7IB4 If H=ai ANA W(14011=00 THEN 7150 
JA 7B5I IF It02 THEN ? PATEP5I6NI-5,6«I); 
" r MAT EP 5 (64IDOD-5,6* (I tom; ** ►" j AB 
5(HP{I)-HP(Tt01T);"F"J 
YL 7100 IF 0=01 THIN ? RATEOS<6«I-5,6*l); 
"; 0 AlEOf t6N (1401)-S, 6 A (I mi);" V: AB 
5(ttO(I)'W)(I«01)l:"r; 

KC 7110 IF NiQZ THEN t INT(AB5((HP(I)-MPt 
T4aU37(P (I4Qin Ali037100;"F"J INt ((PP ( 
I)7CP(l)lftlU«17100 

HH 7126 IF tt=ni THEN ? IHT(Al5((110(13‘HQI 
l+OD) /P2 (l*ai3)A1003/10« ^*';IIT ( (P2 ( 
I37P0(I33*lltJ71tf 

It 7111 IF CNT=16 THEN 56R=5:55=20:605N6 

7311 

BP 7141 TRAP 40406:NENT 1 

LX 7150 ? :? " : 

55 =PEEK(643-1:605(16 7300; RETURN 
kt 73i< ? " ai33i'EKlT ^QH HORE ^ 

Sm-PRIHT";IT 1<=16 THEN 5CR=8 
IP 7111 IF PEEN(0275)=«6 THEN POP :RETURN 
PI 7120 IF PEEK(02753=1 THEN 605UB 6000:C 
NT=Q0:605UD 7l2«tRETURN 
Ki 733* IF PEEK(02793=05 THEN CNT=aB:60SU 
I 702P:iETUPN 
NX 7341 GOTO 7310 

JP 7406 TRAP 500irLPNINT CHRfCZ?! :"ir'MHR 
$( 1 ] 

IN 7412 LPRIHT " DATA fRlHT 0UT":LPR1NT 
ZC 7410 POKE 5S5,QR;F(!S 1=01 TO F 


FZ 7416 If (H=02 AND IP (13 =00) OR (H=(tl A 
NO M(I)=40) THEN 7440 

JD 7420 IF H=D2 THEN LPRINT I;" ";BAIEPS1 
6*1-5,6*13;" ";»(!);" ":tP£I);" ";PP( 
13 

BO 7430 IF ItOl TNFN LPRINT I|" ";DAlf05( 
6*1-5,6*131" ";niti3:" “:P2(I3;" ";po( 
13 

IK 7440 MEXt IiLPtINT CHRSC27) ;"ir';CHR5(4 
3;RETURN 

lU toil GRAPKtCI 01:PONE 710,152MOKE 7«5 
,Q4:P0NE 712,148:POKE 752,11 

ED 8010 POSITION 08,06:? 

KB 4421 POSITION 014,02:IF 11=01 THEN ? 'f 


IF «OIt IF H=02 THEN ? 'Mi 
IT 6144 POSITION 10,04:? ' 


IV 4045 6a5UI 421 

CJ 4451 IF N=65 THEN RETURN 

CK 8064 IF N=i5 THEN 0540 

FL 6071 IF N=73 THEN 8158 

UK 8440 CD10 1845 

SH 8054 ? "N":P051TIOI D8|tl:? 

YU 8100 POSITION 08,02:? "THIS PART Of TH 
E PR46RAH HAV IE U5EI TO INSERT BATA 6 
EtHEEN EXISTINC ENTtIE5.* 

Pt 4114 ? "EilEft AHV OAT A MICH INCLUDES 
tlACI K1LES(LE55 TNAf SH0Hi3 AN4 D 
ATE," 

W 8120 ? "EARLIE4 THAN SHOW, OTHERHISE 
IT HILL NOT IE ACCEPTEi,"; 

Ft 8125 ? " TO ENTER RORNAl DATA SELECT 
OPTION 1 FROH MIN PEW," 

10 1130 FOR 1=01 TO f 
NM 8U0 IF H=II2 AND NP(I)=li THEN 6174 
lit 8150 IF H=Q1 AND HO(13=01 THEN Bl7l 
rO 0164 NEXT t 

m 6174 1=1-01 :P(IKE 0675,04:POKE 0671,64: 

PWE 4677,D8:P0KE 0678,014 
TP QUO POSITION 48,014:? 

LH 8151 IF tt=Q2 THEN ? "Nt TPWDYVTPQLES^t 
ALLSTPUICE'' 

TX 8200 IF H=4I THEN ? 'iMLMftCYVtKILESTP 
INTSTPRICI" 

RU 1711 ? ilF H=02 THEN ? I;")“;DAT£Pf(6* 
1-5,6»D j"; w (13;" t"; CP (13 j * ; Pf (I) 
RZ 6721 IF ItOl THEN ? tj")";OAlEOf (6*1-5 
,6*13;" P":ho(I3 : " ►";P7 qj t";PO (l) 

Lf 8230 TRAP 8240:? il "Pfr";;lNP|T ENlSi? 
;"FD+**::IiPUT M:? INPUT t 

;? ;"tPPT^t"; 

56 8235 INPUT P:TRAP 40141;«iTO 6751 
IN 8240 TRAP 40041;? '13?':GaT0 4498 
SC 6250 IF ft=02 AiD (LEN(EHTS3<>6 tS NI> = 
W(I) OR ENT5)tATEP5(6*I-5,6*l)3 THEN 
? *07': CO TO 4690 

6A 4760 IF H=01 AND (LER(EIT$><>6 OR IQ)= 
mClT OR EXTl>DATEaf(6*I-5,6*l)> THEN 
? "^':C0T1) 4498 

FH 6274 ? *i("; POSIT ION 6,10:? ' SiMJARIM 
fim * 

15 6780 N=1:F0II 1 = 01 TO N 
iJ 4291 IF It02 AND HP (I) (HI AND W(D41) 
m THEN 605UB i340;GCll0 6100 —► 
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HA VE YOU GOT YOUR COPY 
OF THE BEST CLUB 
UAGAZINE IN 
BRITAIN? 


Fitled from coifer to 
cover with: 

m GaivanisinQ 
Games 

m TantaiUsiag 
Tuforiais 
m Mind-boggUng 
Machine Code 
m lotsa Ustings 

■ Topicai Tips 

■ Realistic Reviews 

Send a cheque/P.O for L4 00, made payable to the 
U.K Atari Compiiter Owners Club', for your four issues 
subscription now, Or send £l-30p (which includes P&P) 
for a sample copy, to see whal the magazine otters, 

DQn*t tiefaydo it todayli 


THE U.K. ATARI COMPUTER OWNERS CLUB 
P.O. Box 3, Rayleigh, Essex. 

Independent U*«>' <jroup 


ATARI BULLETIN BOARDS 


We have received several calls recentlv from 
people who are considering setting up their own 
Bulletin Boards. We would like to publ Ish a regular 
guide to BBS’s with Atari interest in all future 
issues. If you have a board up and running please 
send in the number, access times and any special 
features you may have. 

Here are a couple to start with. 

BATH ATARI RB.S. 

Number 0225 23276 (lingback) 

Access times 2100 - OSOO weekdays 
2100 * Noon weekends 
Sysop MarkTempleman 

Send s.a.e. for information sheeL 


SCOTTISH ATARI RB.S. 

Number 0698 884804 

Access times 24 hours every day 
Sysop Nick Rosser 


The first bulletin board in Scotland 


AUTOCAR continued from page 49 


IF fl3M IF K=ai Aifi MCI}{IQ AM WCItOD 
}HI TKEH 60^ S14t:G0T0 tlH 
It »!• IF lt=az Alfr THFH &0 

5I1B 1341 ;HTP tlH 

VT fl31l IF H^ai MW ta<MtCI=Ql}} HSI C€ 
5LIB t34ii€aTff 8m 
iU 833i NEXT 8ilfi 

M «14i roe LX=I TO 1^01 5TEP -Q1 
Tl 83M IF Wm fHEI 0ATEP$»«a.)l*01)-^,fe 
KaiF011)=MTEFSlfi*l.*-5,*NiXl :WCLmi 
}=MPCLX} sCPCLXfQll-CPaH] :Pf>CLXt(lll=FP 
m 83fii IF II=Q1 TIEI MTED5C6SCLtmi-S,0 
«CLI^^ll) =M1ED$ CfiH >t-5,6HX) 

15 IF H=ai TiEM MILHtanzlntLXlEFtt 
LXtflllzFKLXl :MaX4ai}=F0{lX9 
VI ft37t KXT IX 

Tl SUI IF 11=02 THE! HT£PS(0KCl^Qii-S|6« 
URII} } =EIT$; W CX+Ql}=NI i £P f I=&: PP 

cim)=p 

m 8111 IF ItOl TIE* WlE0SC6»limi-5,6* 

fi4flD}=EiT$ ;HB cim} =111; P2a tcin=c :po 

«0 IMli ICTIM1I 
II V5II FOR 1=01 TO F 
W Kll IF ItOl lltl l#CI)=Olli;PtI)=MlPI' 
111=01 

» l>S2i IF THE! ma}=ai:P2 (11=04:TO 
ai=M 

fil 8541 MEXT lElF 11:02 THil MTEP$CRll='* 

" \ PiTEPS (1 ZTOl=*‘ ": IftTEPS (21 =lflTEPS 
KH 85Sf IF 11=01 TIEI IRTE4S(011=*' DATED 
l(12lil=" ":MTE0St31=PfllllS 
il 85i« REIifti 

IK 1MI TRAP 40tti:«l*TOIC5 Oll'ifiiPOIlllO 
I i,4i? »;"priBUr*'!P05ITI0l 7,6:? m 
; "err or* 

H Hii F4R A2=1]i TO SU:IEXT A2:RETinM 
OH 2€m RE5TDRE ZMlilFOfl 1=0644 10 176S 
:REAP AlPOKE liftiRElT l:RETIRl 
01 ZMII DATA il4|ll4,133,2A4,il4il33 
2AA2I DATA 111,114,133,Itl,144,133 
Tl 2Aa3l HTA 144,111,222,6,114 

m m4l DATA 141,22114,161,1,131 
Y» 24451 DATA 212,161,1,133,213,164 
lA 24166 frftTft 256,2M,177,211,241,215 
X5 24174 DATA 241,41,24,165,W,145 
II 24ltl DATA 1,133,211,165,214,145 
OF 2H1I DATA 1,111,244,24,165,212 
m 21111 DATA ll5i1,111,212,165,213 
51 28111 DATA lISilj111,213,215,222 
EF 24121 DATA 6,218,216,165,212,245 
PT ZI114 DATA 221,6,248,245,244,7 
>T 24144 DATA 152,117,247,248,244,244 
ZZ 24154 DATA 6,111,4,133,212,131,211,16 
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EUROPES LEADING 
‘ATARI’ 

MAIL ORDER 
SPECIALISTS 


SOFTWARE 

EXPRESS 

INTERNATIONAL 


Dear Page 6 Reader, 


Great news again this month, Jerry (our General Manager) is back 
from a successful visit to the States, obtaining more products to add to our range, 
some of which were difficult to get in the past, but not anymore. Our comprehensive 
range now includes MMG, OSS, APX, PAPPIE and ANTIC products and mail order 
sales department* 

Some of our competitors have tried to imitate us, but we remain THE Specialist 
Supplier for Atari products from around the world — we listen to our customers* 

Look at this — MMG Basic Compiler 69,99 


From OSS Action 

(rom) 

86.99 

Action Toolkit 

(disk) 

34,99 

Basic XL 

(rom) 

86.99 

Basic XL Toolkit 

(disk) 

34.99 




(inc, commercial runtime package) 

Mac/65 

(rom) 

86.99 

Mac/65 Toolkit 

(djjk) 

34.99 

C/65 

(disk) 

68.99 

DOS XL 

(disk) 

34.99 

• * * US DOUBLER HARDWARE UPGRADE PACKAGE - 

79.95 * 

* * 

( At last true double density 

for the 

10&0 - 

including Sparta DOS. f one of the 

finest 


supplied with fitting instructions or we car install it for you )* 


OKIMATE 20-7 COLOUR PRINTER (reviewed ANTIC & ANALOGI 299,00 


* * * NEW Minor Miracle "DATATARI^' RS 232 INTERFACE 59*95 * * ♦ 

( includes cable, Viewterin Software, runs at 300 baud / 1200 — 75 baud allowing access to Micronet 
and Prestel, NO 850 required ). 

MATHS for CSC / GCE 'O' Level C/D 9.95 / 12.95 per year ( available soon \ 

YEAR L2,3,4 & REVISION fNCLUDiNG TUTORIAL. TESTS, PERCENTAGES. TIMINGS, 

Covers all aspects* NO TEXT BOOKS REQUIRED, 


SOFTWARE 



BOOKS 


DROPZONE 

C/D 

9.95 / 14.95 

ATARI ROOTS 

17.95 

GHOSTBUSTERS D 

14,95 

DE RE ATARI 

17.00 

QUASIMODO 

C/D 

9.95 / 1495 

THE XL HANDBOOK 

5.95 

MR DO 

C/D 

9.95 / 14.95 

INSIDE ATARI BASIC 

7.95 

DIG DUG 

C/D 

9.95 / 14.95 

TECHNICAL USER NOTES 

17.00 

MINER 

ROM 

12.95 

ANTIC 

3.50 

2049er 



ANALOG 

3.00 

BOUNTY BOB ROM 

(Phone) 

ATARI USER ** NEW ** 

0.90 


( Postage — Books 75p, Magazines 60p, ) 


Thafs just a small selection for this month, there's loads more in our catalogue, 
available now (SAE appreciated). 


Best wishes from the 'A' Team 

P.S. 800XL / 1010 and 800XL / 1050 Special Offers still available while stocks 
last — Phone for quotation. 

PP.S. COMING SOON - The EX 130 and the 520ST package. 


SEND SAE FOR OUR PRICE LIST. 

31 STONEYHURST ROAD 
ERDINGTON, BIRMINGHAM B24 8HA 


HOTLINE 

( 021 ) 384 5080 





















A message from 



to all owners of 

ATARI, COMMODORE 64, BBC B, 
ACORM ELECTROn and AMSTRAD Computers... 



Software cogiipanies grow on trees ... at least that's the way it 
seems from th e nu m be r of new compa n i es sp ri ngi n g u p e^ery 
weeh! 

EIIQLISli SOFTWARE was launched three years ago with a 
smashing little game for Atari Computers called AIR5TRJKE 1. 
which quickly became one of the most popular [J,K. programmed 
games for the Atari. 

Then, as now, Atari Computers were amongst the most 
advanced on the planet, but they were a TRIFLE expensive! 

But we Knew that prices would come down, and that more people 
people would soon appreciate the great range of 
Atari softwa re produced by E NQ LISH SOfTU/A RE. ^ 

But Atari owners used to be a funny lot, being heard i 
to utter such gems as; I 

"It can't beany cop, if it costs less than f 20" I 

Honestly, that's what they used to say I Anyway, j 
in the face of this rather strange attitude, we went | 
ahead and committed the ultimate sin: y' ^ 

ATARI GAMES AT £9.95! / £9.9f 

v48K Ca 

We expected som e si ight resi sta nc e to these s! 

pri ces fro m Ata ri o w ners w ho o n I y equated h i gh S 

quality with high prices, but we were wrong: ^ 

Eve ry bod y th o ught the pric es we re great, a nd the 
games tool 

We even produced the fantastic ATARI CASSETTE 
EMHAflCER atf 7.95, a superb utility program for 
BASIC programmers. 

5o n 0 w, fOf t h ose of yo u who migh t have missed o ut o n 
all our excellent Atari titles, we are releasing something 
very, very special: 

ATARI SMASH HITS Uoiumes 1,2 and 3 
from EHQLI5H SOFTWARE, / 

Eive great games on one cassette for only f 14.95, \ 

or on dish atf 17.951 


£ 6,95 


£9,95 

CBM 64 


CtiiMeA lieCR/ 
I Ciectror 

\£7.95J 


lortunc 


£ 7.95 

CBM 64 


£ 8.95 

CBM64 


£ 8.95 

CBM 64 


ATARI:^ 

SMASH HITS 


Each cassette features our top-rated JET-BOOT JACK plus four other popular titles. 5o now you have no excuse 
to miss out on the best range of (J, K. produced Atari 400/800/600?^L/800?^L software for 52K machines. If your 
dealer does not yet have them in stocK, asK him to order them from his nearest Atari wholesaler. It will be the best 
Ata ri buy YOU will make a 11 year] 

We have also just released COLOSSUS CHE55 3*0, the best chess program avaiiableanywhere for 
Atari 400/800/600;^L/800^^L computers with 4SK. Very powerful, with lots of excellent features. 

Eorouf good friends with other home computers, our programmers are busy producing original games for you as 
well They are all Illustrated on this page. HERRY'S HOUSE on the Commodore 64, and JET-BOOT JACK on the 
Electron are now availableatselected branches of U/.H. SMITH. 

Selected English Software titles are available at: HARROD5 and 
selected branches of: LASKY'S, BOOTS, Q RAH A DA COMPUTER 
STORES, CO-OP STORES, THE SILICA SHOP Mail Order and 
Retail and aft good software stores. 

THE EnC5LI5H SOFTWARE COMPAMY 
1 north Parade, Parsonage Gardens, Manchester M60 IBK 

TRADE EMQUIRIES WELCOME: 061-835 1358 


STOtLOSiH] M)[FTrM\[M 
[lR3©[lDg[^ 

2iR!](S[i 




?LnJ 


i^naiBiKi scMFpmra 
KiailiaKl SCMFTOiM 


























































































